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RIBROH (BLACK) POA PARA SOR SPS ise RP 

RIBBON (BLACK) FOR STAR SOF LC2h PaaTER 

RIBBON (LACK) FOR § STAR | 7 a PRN ee 

RIBBON (BLACK) FOR STAR LG-2o ART ER 

RIBBON (OOLGUIR) FOR CITIREN 6, BO, 28, 200, 224, 280 08 ABC 

FOBRON pOOLOQUIR) FOR EPSON LO-16o.. 4 
RIBBON (OLGUE) FOR PANASONIC KRP2I2a4, KXPSUBO. 

Al BiB ic ILA) PFOA STA LC 100 PRINTER 

FIBBON (OOLOL) FOR STAs Lied PAINTER 


PRINTER STAND FOR AMY PRINTER 


PRINTER LEAD (PARALLEL) 15 METRES FOR AMIGA STOR PC 
PAINTES LEAD (PARALLEL) 10 METRES FOR AMIGA, STOR AC 
PHINTER LEAD (Pa ALLEL) 5 METRES FOR AMIGA. ST OA PG 


DUET COVER FOR 40 COLA PRINTER OCLEAR PW) 


ane: 


go 
Seeeee 
Segeeeseges 


ats 


i om 
‘a cS 
w 
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SONY SSA 0 
PORTABLE SPEAKERS 
WITH BUILT IM AMPLIFGER, GAAP SiH 
VOLUME CONTROL GMM OLE TER 

| SPEAKERS. IDEAL POA LSE WT ieee 
DIGCMARNL O02 OF AMA 


H-F) AUG LEAD - AMIGA COST To STEREO 
MEDIA LIFE CO FILE DRAWER Cao CAPACITY) i 
SCREENBEAT MAINS ADAPTOR FOR SORPENBEAT SPEAREAS 


ENBEsH 


SUPER MARIO KART . 
SuPEA METHOD « 
WORLD LEAGUE BASKETBALL 
YOUNG MERLIF . 

ASK ABOUT GAMEBOY 


MORTAL KOMBAT . 
| NHL HOCKEY G4... 
NHL PA ICE HOCKEY 


888823888 


fo De 
=] of 
“21 
ee 








WING COMMANDER 
MEGATRAVELLER 
& ELITE | 





~ SPEEDBALL 2 


_6.99 
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BEST DEALS ON AMIGA A1200 
ALL A12O0's INL DE 
MOUSE BUILT-IN TY MODULATOR 
o 48 RAM EXPANDABLE TO 10 MB 
FAST 14 MHz 68020 PROCESSOA 
NEW 4G4 GAAPHICS CHIP SET 
388 000 SCREEN COLOUAS FROM 16.7 MILLION 
2 CHANNEL STEREO SOUND 
BUILT Ih PLOPPY DISK DRIVE 
BUILT IN INTERNAL HARD DAVE INTERFACE (PDE) 
4D 1 YEAR IN-HOME SERVICE WARRANTY 















A | AUTOFIFE 
8.06 

















WITH WORDWORTH 2.0 AGA DESKTOP 
PUBLISHER, PERSONAL PAINT Iv AGA, PRINT 
| MANAGER, DAY BY DAY, TOTAL CARNAGE, 

BRAN THE LION AND ZOOL 2 .. 210.00 






QUICKSHOT 128F 
MAVERICE 1 JO STIR 
FOR AMIGAIST, | 
ALITOFIAE 

— 1 1ae 


AMIGA A1200 COMBAT INNOVATIONS PACK 
AS oan WITH INTERNAL 25° HARD DRIVE 
At200 2/80 





COMBAT + SO MB DRIVE .... 
COMBAT «+ 120 MB DRIVE S20000 

0 COMBAT + 170 MB DAIVE S400 

OUR OF CHAOS PACK IF Pte GH 


475.00 















RAG KS PLEASE PHONE TO GHEGK 
PRICE AND AV AILABELITY 





GAMES 


| WITH LEMMINGS UE PAINT 3 
LEMMINGS 2 AND DELUXE PAINT 3 38.60 


AMIGA 41200 LEMMINGS 2 PACK 


270.0 











GHEETAH BUG 
JOYSTICK FOR | 
AMIGAST. 
MICROSWATCHED 
WITH AUTOFIAE 


SKIDMARKS 


COMPETITION | 
PROEXTHA| 
JOVSTICK | 
FOR AMIGA/ST | ail 
CLEAR BASE. | 
MICHOSWITCHED 
WITH AUTORIAE a 
We 





AS ABOVE WITH INTERNAL 2.5° HARD DAVE aisle, eee GAGRIP 2 
41200 2/80 LEMMINGS + BOMB DAIVE ._....420000 wean 
AtS00 2120 LEMMINGS + 120 MB DRIVE ......470.00 Ee 
41200 2170 LEMMINGS + 170 M8 DRIVE 400.00 FOF NOFIRE 

Plas INCLUDE LEMMINGS 2 AND DELUKE PAINT 3 : ah 





e*#VERY SPECIAL DEAL*+ 


WHEN YOU BUY ANY OF THE AMIGAS LISTED 
ABOVE TOU CAN ALSO PUACHASE ONE (ONLY 
OME) OF THESE AMAZING VALUE PACKS 






















——__— 11.60 






; BOLLISTIGK | 
PLUS FOUR PACK HAND HELD 
ELITE 2, BATMAN RETUANS, LEMMINGS 2 MICA | 
& CIVILISATION AGA) JUST ADO 28.00 SWITCHED 





CHAOS PACK A1200 
CHACS ENGINE, NICK FALDO GOLF, PINBALL 
FANTAS? & SYNDICATE: JUST ADD _ 28 













- - ALITOFIRE 
11.58 
A600's WHILE STOCKS LAST 
k600 COMPUTER WITH MOLISE, BUILT IM TY 
MODULATOR, | MB AAM EXPANDABLE TO 10 MB 
STEREO SOUND GLILT IN FLOPPY OSS DRIVE | 
BLELT IN INTERNAL HARD ORIVE INTERFACE (IDE) 
44ND 1 YEAR IN-HOME SEAWICE WAWARANTY 
AMIGA AGOD 1/0 WILD, WEIRD 
AND WICKED PACK 
WITH DELUXE PAINT 3, F1 GARAND PRIX 
PUSH OVER AND PUTTY . 
OF AS ABOVE WITH A600 CHAOS PACK 
(CHAGS ENGINE, HICK FALDO GOLF, PINBALL 
FANTASY A SYNDICATE) JUST ADD 24.99 

















7180.00 





} 12.58 








(NOT SHOWN) nae 


OVERDRIVE HIGH SPEED HARD 


DRIVES FOR AMIGA A1200 

"THE FASTEST DAME EVER REVIEWED BY CL" 
3.2* QUALITY IDE HARD DRIVE, AVERAGE 
ACCESS TIME 1245, STYLED TOMATCH AMIGA 
EASY INSTALLATION - PLUGS INTO PCOMCIA SLOT 
40 TOOLS AMD 1 YEAR WARRANTY 

: GOES MOT INVALIDATE WARRANTY 

OVERDAIVE 170 ME EXTEAMAL HARD DRIVE FOR AMIGA Ad200 

OVERDAIVE 210 MB EXTERNAL HARD DRIVE FOR AMIGA A1200 

OVERDRIVE 730 MB EXTERNAL HARD ORIVE POR AMIGA 41200 

OVERDAIVE 340 ME EXTERNAL HARD OAIVE FOR AMIGA A1200 

OVERDAIVE 420 MB EXTERNAL HARD DRIVE POR AMIGA 41200 


INTERNAL HARD DRIVES FOR AMIGA A1200 & AB00 
HARD ORWES: HoH SPEED 2 OBIE. 15.5 ACCESS TIME (APPROX) 


1 ¥EAR WARRANTY. KIT OOMPLETE ND BASY TO FIT. DAVES FULLY PREPARED 


NCITE THAT OPENINGS FOUR AMIGA MAY INVALIDATE THE Wii Aart ¥ 


4B INTERNAL HARD DRIVE $2 CACHE (CONNER) FOR AMIGA Ai1200 

AJM INTERNAL HARD DRIVE 32k CACHE (CONNER) FOR AMIGA ABD 

ADMB INTERNAL HARD DRIVE 68K CACHE (IBM) POR AMIGA AT200 
| SOME PNTERNAL HAAD ORIVE 64k CACHE | IER) FOR AMIGA ABD inriecbmee 
130M8 INTERNAL HARD ORE HK CACHE (AREAL) FOR AMIGA ABOO......... 7 
120M INTERNAL HARD ORE BR GAGHE (AREAL) FOR AMIGA AI2DO 2.20.0... 


DYSAN 


DSDD 3.5" SKS 
WATT tk 


BLANK DISKS 


PACK OF 10 DYSAN 
DOUBLE DENSITY 
3.5" DISKS + CASE. 
WITH LABELS & 
FAEE PLASTIC FLIP 
TOP DISK BOX 5.00 
PACK OF 60 DYSAN 
DSDO DISKS ...19.99 


PACK OF 10 TOM MF-2D0 3° DISKS .., 7.00 
DISK BOXES 


ALFA 
MEGAMOLUGE ¢ 
FOR AMIGA OF ST 
280 DF, HIGH 
QUALITY MOUSE 
11.8 fF 


EKLIPSE MOUSE 
FOR AMIGA OF ST 
290 OFI 
MICAOS i ITOCHED 


8 
MEDIA LI | STACKABLE 
POO RS" OMG occ esc ssenaal 
200 3.5" DISKS 


WHOLESE RAT Wate 
SPONGE BACKING 
4.99 


| SHES + MARIO ALL STARS +SCOPES. ... 
MEGADAIVE 1 WITH SONIC 2 4 TWO PADS 
MEGA CD 1 WITH ROAD AVENGER ... ... 0... 
MEGADAIVE 2 WITH SOHIC 36 TWO PADS ... 
MEGA CD 2 WITH SEVEN GAMES... 000-02 





AUTOPIRE 
188 | 


GUIGKJOY JET FIGHTER 
MICRO SWITCHED 


GLECKSHOT 155 AVIATOR 1 | 
FOUR FIRE BUTTONS, DLMAL |) 
SPEED AUTOFIAE 

= Teo 


13.98 | 


SONY KVMI400 (GREY) 
WHITE) 


BONY KVM1400) (VA aes 
FASTEXT . 


SOM RVM1401 BL 


GAT. 


| 


17.49 


4 SWIFT TPa0 JOvPAD FOR 
AMIGAST, TURBO FIRE 
ALITOPIRE 
aug 






is 


QUICKSHOT 157F PYTHON 
JOYSTICK FOR AMI 


FREEWHEEL STEERING WHEEL 
(DNGIT AL) SEE 
SUITS MOST 
DRIVING 


SUPER PAG FIP STICK 
JOYSTICK FORA AMIGASST 
MECAOSIWITCHED We 
AUTOFIAE 


ITH 


BUICKIOY FOOT PEDAL FOA AMIGA OF ST 


AnD 


SCORPION PLUS JOYSTICK FOR 
AMIRAST ARCADE STYLE WITH 
TURBO FIRE 












OMALDIRECTIONAL GRIF 
TWO FIRE BUTTONS, CAL 
SPEED AUTOFIRE 


. Te 


UES 


Pt id ee Pe | 









MEMORY 
512k AMIGA PAM WO OLOCK POP ASO OF AbOOs 17.68 


512K AMIGA FIM + CLOCK FOS AS CHR ASOOs 18-00 
1 MB) A500 PULIS: FR UPGRADE + CLOCK PG 
1 ME A800 FAM UPGRADE « GLOKS ; cove MELBO 
4B POR UPGRADE FOR ABO0 OF Ate00. 

PLUGS CHEECTLY INTO SMART CAAD SLOT 8s.08 
OMEGA FPL 4 4 MB RAM FOR ANIGA A100 
SPECIFICATION aS FOR OMEGA Ral BUT WITH 
ADCITIONAL 68881 FLOATING PORT WAIT FOR 

MATHS AND GRAPES ACCELERAT KOR 


LEADS 
4HTI-SURGE 4 WaT 
MULTIPLIAG EXTENSiOM 
PROTECTS AGAINST 
ELECTRICAL SURGES 
26.99 f 
ANTI-SUBGE PLUG ; 7 
HI-FI AUIONG LEAD - AMBAACOa2eT TO STEREO a 
(1.8 METRES, 2 x PHONG PLUGS TO 2 = PHONO PLUGS) 
CAN ALSO BE USED To CONNECT STEAEO VIDEO 
72 Hi-Fi, AMO Hi-Fi SEPARATES TOGETHEA 


JOVSTICK SPLITTER CABLE FOR AMDGA OF ST 
CONNECTS 2 STICKS TO 1 PORT 
ROBOSHIFT INTERFACE FOR ae, OF ST 
PLUGS MOUSE AND JOYSTICK INTO ONE PORT 


PORT EXTEMS00N ADAPTOR FOR SMG OF 8T 
(PAC OF TWO) EXTENDS v1 OM,........... 


ANALOGUE JOYSTICK ADAPTOR FOR Aka 
ALLOWS AN’?! 15-PIN PO JOYSTROR TO BE USED 
| WITH GAMES TeaT FEATURE ANALOGUE OOMTROL 
HULL MODEM CABLE (DONMECTS 2 GOMPUTEAS 
FOR HEAD TO BEAD PLAYING ON CEAT AIM GAMES 
SUCH 45 PORULOUS, FALCON, KNIGHTS OF THE GRY, 
FORMULA 1 GRANGE PA AMD VRCHORA) .. 9.95 
PRINTER LEAD (PARALLEL) 1.5 METRES 7.a8 | 
SCART LEAD - AMIGA C032 TO Ty WTH SCART INPLIT 
REQUIRES Ty WITH RMANLIAL SCART CHANNEL 99 
SCART LEAO - AMIGA TO GOLDSTAR TY ........ 
SCART LEAD - AMIGA TO PHILIPS Ty 
SCART LEAD - AMIDA TO SARESUNG 
SCART LEAD - AMIGA TO SONY TY . aay 
SCART LEGO AMIGA TO TOSHIBAHITACHI TY .... 
SCART LEAD: AMIGA TO Tv WITH SCAAT IRF UT . 
Ti! LEAD - AMIGA OD-32 TO SVK Ty OR VIDEO 
MOMTOR LEAD - Gide TO CMBBS3 10805 
MOMITOS LEAD AMIGA TO CMBESS 10843 
TOEC AMA POWER SUPPLY (SPECIAL 
COOL AUNAING TRANSFORMER) : 
COMPUTER CARE 
“. BANING KIT FOR COMPUTERS [WITH ‘WALLIN 
COVER FOR 80 COLUMN PRINTER (CLEAR) 





12.00 


ae 
ea9 
13.58 


asa | 


ie 





Te rer 
TST COVER FOR Ai200 pCLEAR Pwo) ; 
BUST COVER FOR Age0 (CLEAP PAC) sas dade 
DUST COVER POR 4500 OF ATARI ST (CLEAR Pv) 
BUST COVER FOR MONITOR (CLEAR PYG} ‘a 
WOUISE HOUSE (HANDY PLACE TO STORE YOUR MOLGE) .. 


CONTROL CENTRES 
PREMERA CONTROL CENTAE FOR AR@GA 1200. 
STEEL MOMITOA STAND WITH BX TAA SHELF FOR 
EXTERNAL GK DAVE AND ACCESSORIES) . f 
PREMIER GONTROL CENTRE POR AMPGA Asoo 
PREMIER CONTROL CENTRE FOR AMKIA Acc 


DIGITISERS SAMPLERS SCANNERS 
TEGHMOSOUND TUBBO 2? SOUND SAMPLER 


SESSSS8 





7 EAL TIME SPECIAL EPPECTS. WORKS WITH ANY 


AMIGA 1 MB AAM REQUIRED 


VICH AMIGA 12 (AGA COMPATIBLE, CAPTURES 
SOLOUA IMAGES FROM VIDEO MACHINE 04 i 
CAMCORDER. COMPATIBLE WITH TAKE 2, DELUXE 
PAINT 4 aM MIST AAT PACKAGES) 

TYDEG HANDY SCANNER POR ANY APM A, 

1-00 DPI HIGH QUALITY RESOLUTION, 64 
SIMULATED GRETSCALES. INGUUDES 
OAATASOeN PROFESSIONAL SOFTWARE 


os 5 


AMIGA AAG00F090 4214 2 MH, 4 MB Flan! ExPANOABLE 
TE) 16 MEL 214 MB OE PAA DRIVE. MEW! AGA, OHIPSET. 
B62 O00 DOLOURE OM SCREEN FAM PALETTE OF 

16.7 MELSON. WITH CHELUME PAINT I’ AG 
WOADWORTH 2 AGA & DIGITA PRINT MANAGER 


1 YEAR ON-SITE WARRANTY .- P8508 





SCART TV's AND MONITORS 


Connect your Amiga or CD32 to a TV 
with SCART input for a pizel-perfect | 
monitor-quality picture. 


GOLOSTAR C114480 14" COLOUR 

SCART TV:MONITOS WITH REMOTE 

COMTROL 40 SCAAT INPUT, Of 

SCREEN DISPLAY, ALTO POWER OFF 

SLEEP TIMER, GH TIMER, CHILD — a 
1 


|FREE SCAATLEAD .. ater ! 
(STATE AMIGA. Ca, MEGADRIVE | OF 2, OF GME) 


SONY KVM1400 14° PET COLOUR SC4AT 


TY MONITOR WITH REMOTE CONTROL 


80 CHANNEL TUNING, REAR SCART INPUT 


HEADPHONE SOCKET, THO POSITION TILT 


BLACK TRINITAOM SCREEN, LOOP AERDAL 


154.08 
154.50 
FREE SCART LEAD 


(STATE AMMA CDG? 57, MIGADAVE 1 OF 2,0F SHES) 


MICROVITEC 1438 
MULTI-SYNC MONITOR 
FOR AMIGA A1200/AS000 OF PC 
COMPLETE WITH STEREO SPEAKERS 
0.28 GOT PITCH RESOLUTION, 
15 PIN AGB DIN PLUG. 
AMIGA ADAPTOR PLUG INCLUDED: 
SUITS ALL AMIGA AGA AND ALL PC 
SCREEN MODES TO SVGA 

17 YEAR WARRANTY, .....00...... i008 


" DISK DRIVES 
J EXTERNAL 2 DeSk ORME FOR ANY 
a AMIGA WITH SONY ACITIZEN DRIVE 
MECHANISM. BS0K FORMATTED, QUIET, 
HIGH QUALITY, SLIM UNE DESIGN, 
COLOWA MATCHED METAL CASE 
AND LONG REACH CABLE 


ZY DEC INTERNAL 3.5° DISH DRIVE FOR AMIGA A500 OF AS004 


REPLACES EXISTING GAIVE (INVALIDATES WARRANTY) 


ATARI JAGUAR 64-B/T CONSOLE WITH JOFPAD 

& CYBERMORPH GAME GENUINE UK VERSION 220.00 
GAME GEAR WITH SONIC 1 AND 4 GAMES 
MAINS ADAPTOR FOR GAME GEAR 
QUIESHOT SUPEAVISION WITH 


ot FO 
a 


CRAYSTBALL 19.99 


ATARI LYNE 2 WITH BATMAN RETURNS, 

MAINS ADAPTOR AND CBE oo. cee ie ee er oes es OD 
MAINS ADAPTOR FOR ATARI LYNE OF LYMM 2... 000 
GAMEBOY WITH BATTERIES... ... 1. se: sce so SSD 
GAMEBOY WITH TETRIS & SUPER MARIO LAND S798 





JOIN now from just £4.00 








Special Reserve Magazine 


48 Page colour club magazine sent bi-monthly to members 


~ from our Huge Selection 


From leads to PC's and thousands of games for all formats 


et at Best Possible Prices 


Just one purchase will nonmally save you the cost of joining 


% with our Special Deals 


Always hundreds of Special Reserve Offers on TOP preaducts | 


with our XS Coupons 
Money-off coupons worth over £180 a year olf classic games 
our FREE competitions 
Six reasons why over 200,000 people have joined 
Special Reserve, the biggest games club In the World! 


We only supply members but you can order as you join 
Just send in the form below or phone. There's no obligation to buy. 



























OPEN to 8pm DAILY or by Fax on: 0279 726642 
FREE 16-PAGE COLOUR CATALOGUE - JUST ASK 






OPEN 100m TIL Bpm SEVEN DAYS & WEEK! 


CHELMSFORD - 43 Broomfield Rd 


just around the corner from the bus station) 


SAWBRIDGEWORTH - The Maltings 





Caer 200 yarda from the train station 
MEMBERSHIP FEES i MOMTHS ‘OME TLAR TWO TEARS « 
MEMBER SHIF MEMBERSHIP PRE HAG DER 
















OVERSEAS EC MEMBERS 6,00 9.00 18.00 
OVERSEAS WORLD MEMBERS 70 1. 2200 
WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOM 
A] prieea include VAT and Gare to UK meiland Sua base @iocederlonmler py 
vena aurctaeges. ea guppy hardware onder to UE rraeniand accres Ges. ony E 
PLEASE PRINT IN BLOCK CAPITALS) LiMA # 


Mame : 





Address _ 


Postcode 


Phone . __ Machine 


Enter membership number (if apodicabla) or | | 





1 


Cheque’. O\Acwess Mastercard Switch Visa (Switch Issue Mo = 






Leash, 






Card expiry date Signature___ i SAA i! 
choses payaso SPECIAL RESERVE __ 
P.O. BOX 847, HARLOW, CM21 9PH | 
Overseas Orders Surcharge 
(EC or World) Software orders please add £2.00 per item.Non - software 
Hema please add 25%. Hardware items supplied to UK mainiand only. 
Overseas orders must be paid by credit card. 


SaaS a na = Se ee ee See ae a ESS SS SS ES SS 
Cedar Gontimation Receet gant te avery onder 
Wie ony supply alicia! UK product CMical suppliers of al acing Brands 
We gel ames and peripherals all at amazing prices for Megadrive, 
Mega CO, Master System, Game Gear, Super NES, Gameboy, HES, 
Lynx, Amiga, Atari ST, PC, CD ROM, CDi, CO32 and Apple Mac. 
eer aT games lied crear nol yet Ge overlies 
Sines phone alee on 0268 BODE to check mwdilabiity before ordering 
ve rosares [he Fgh 12 Changs prices aed offers without pror madlicalion 
PRICES CORRECT AT TE OF GOING TO PRESS. 6.7.64 £O.E 
CMe 2G 



































inter-Madianes Lid, 2 Soar Block, The basirgs, Sewnridgeworth, Herts 





Mase. 
| Anybody can enter. Anybody can WIN!| 


! WIN A PANASONIC 3D0 |! 


Just answer the following questions 3 
yean a 3DO play audio CD’s?7__ 
yWhat is your name? 


IWhat is your telephone no? 
i Then cul oul {his coupon and send It with or without an order to 
SPECIAL RESERVE, P.O. BOX B47, HARLOW, CM21 9PH 
| Closing Date: October 1s1 1904. First correct answer selected ai random wal 
rececva® @ steie-cl-the-an Panasonic 300) system glue eothwane weeth arcund Lack) 
LL. Competition wenmecs wil be ligled in the club magazine or avallabees on requeel _/ 
—— SSE ee ee ee ee 
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Sit Met em melee ee ee 
One Coverdisk Returns, Diskxpress, 
Unit 3, Old Coalyard Farm, Northleach, 
Gloucestershire GL54 3EP. 

We regret that any coverdisk problems 
sent to us will remain unanswered. 
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ast month, we managed 

to wangle a month off 

by telling our Publisher 
that we were writing the 
| entire issue on the beach. And 
| very pleasant it was to — so 
pleasant, in fact, that we ve 
been trying to come up with 
more places to produce an 
issue. The first suggestion, predictably, was “in the 
pub." A special Drunk Issue would be good for 
two reasons: firstly, we could consume our 
favourite beverage all day; and secondly, it would 
serve as an excellent excuse for our depressingly 
poor writing and spelling. Sadly, our finances 
would only fund a minute or so in our local drink- 
ing establishment, so that idea was put on hold. 

“In a barbers" was Andy's suggestion, mainly 
because he's fed up with staring at Matt's beard, 
but due to my rapidly diminishing locks | can't 
stand watching people have their hair cut. The 
show-offts. 
“In black and white and using only typewriters” 

spouted Harry, keen to get back to the days of old, 





| while the best Matt could do was... well, too rude 


to print here, that's for sure. So unfortunately, we 
failed to come up with any new ideas. Welcome, 
then, our latest issue produced entirely “in the 
office.” Enjoy. If you can. 

Simon Byron, Editor. 


When you get a book, you don't turn to the index 
to find out which page the index is on, do you? 


Join Goat-face as he tries to explain how to use this 
month's disks, while we kick his head in with our 
Doc Marten's. Boot Sector, see? Oh, never mind. 


Look, it's news, for heaven's sake.Several pieces of 
enlightening, informative, advisory guff about the 
Amiga. Includes a piece about Commodore being 
bought by some foreigners. 


For some reason, no readers have made it to the 
coveted Git of the Month title this month. Perhaps 
you're all just going soft. 


Or just about the entire back-catalogue of said 
company, give or take a title or two, worth over 
£800, we reckon. 


Andy gets to interview Vulcan Software, creator of 
Valhalla, because it's great and so is he. No really. 
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READ! Some quotes from the softies about their 


.crap games. LAUGH! At how God-awful they are. 


And then finally... WIN! Some of them. 


Ever wanted to know how Bloodhouse created that 
tunnel sequence in Stardust? Or how Terramarque 
made Elfmania run so quickly? No? Well, bog off 
somewhere else, then. 


There's nothing we like better than WiPping Simon 
the Sorcerer 2 and flogging King Pin to within an inch 
of its life. So that's exactly what we've done. 


Despite centuries in development, Mr Rise of the 
Robots and Mrs Zeewolf still aren't coming out to 
play. Simon backs them into a corner and asks them 
some stern questions. 


| We grab all the latest full-price releases and put 


them through our special reviewing machine. The 
resulting words are sorted, sprinkled with pizzazz, 
and served up alongside a platter of pictures. 


We like to think only the best games make the 
upgrade to A1200 and CD32, and for once, by 
golly, we're right. 


Games that have been around once, and now, in 
the words of Take That, they're “back again." But 
cheaper. 


Party in a blizzard of words, phrases and, er, tips. 


NOVA STORM...32 


Not, as it may first appear, a new type of Vauxhall 
(thanks for the joke, Harry), but in fact the sequel 
to Microcosm. Andy mingles unobtrusively amid 

the seedy goings on at Psygnosis... 
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GAMES FEATURED IN THIS ISSUE 


| 


ant 


PUTTY SQUAD...58 - 


Putty's back, and this time he's... er... Squad. Add up the number of 
magazines which print that “joke,” divide by three, multiply by 90 and you 
have the extent of Matthew Broughton’'s love (missus). 


Answer just a few simple questions, cross your 
N fingers and you could become the proud owner 
of Gremlin's CD32. 


Here's your chance to not only let the world know 
about you and your Amiga, but win £50 of 

1 software for your troubles! Is there no end to our 
generosity? Well, yes, actually. 


It's been going on for six months now, and quite 
frankly we're sick and tired of it. Thank God, then 


that this is the last of the Sensi World of Soccer Diary. 


Have you won £1000? We're not going to tell you 
— ha! But find out how you're doing in our incredi- 
ble Fancy League tournament anyway. 


Two months on and Matt still hasn't shaved off his 
bum-fluff. September 9th is the new date, appar - 
ently, will it'll be worth the wait? 


Matt goes PD crazy as he finds the best coin-op 
conversions available for under a fiver. A ridiculous 
title, but quite a good article, surprisingly. 


Realising you've missed The One Can be a harrow- 
ing experience — but now’s your Chance to get 
right back into the world of comedy: 


Taking out a subscription to The One is simple: just 
whine at your Mum and Dad until they give in. 


What we say is great. And that's official. 


A million new stars are born, 100,000 people die, 
and several small continents merge together in the 
time it takes for Andy to dream up his ridiculous 
Next Month mini-novel. Was it worth it? Er... no. 


| played it until his ears 
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Best Stein game 
ever? Well, Simon 
seems to think so and he 
wy re "'7 

ews » 
bled. Find out just how 
far your A500 can go 
with Renegade's stun- 
ning platformer. 
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hether you call it Kid 

Chaos or Kid Vicious 

doesn't matter, what is 
important is that the game itself is 
simplicity itself to play, and if you've 
ever played a platform game before, 
chances are that you'll not even 
bother reading this — which is a 
shame really because | spent quite a 
few minutes writing it, and as far as 
I'm concerned, if you can't be both- 
ered to read it, then | can't be both- 
ered to write it. SO SOD OFF! 

.@r, hello again. Apparently, 
we're not allowed to stop writing 
just because we know no one reads 
it, otherwise we'd have to close 
down the mag. Terme) 
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$0 what's to tell about Kid Chaos? 
Well, it’s a simple matter of causing 
as much damage as possible to the 
surrounding landscape within a set 
amount of time (and don't worry, 
environmentalists, it’s all to do with 
hidden force fields in the 
scenery. Or something 
equally as weak and 
un-plot-like). 

You're armed 
with your trusty Y : 
club, and at the - \ “T 
flick of a but- : 
ton can jump 
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What r more is nen to say? Er, well 
not much, really, except that you 
should probably turn to page 70 and 
read Andy's review if you need any 
further information (which, if I've 
done my job properly, you won't) 


fancy, as well 
as going into a 
spinning attack 
en once you've picked 

‘A See Fema ey | ee * up enough speed. At 
Na ol — the bottom left of the 
screen you'll see your health 
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Nothing too vicious about this. Merely incompetence. 


damage meter on the screen, all of 
which should be monitored carefully 
if you want to stand any chance of 
success. Which you do. 

Crumbly platforms, restarts points 
and all your other platform 
favourites are in here, along with 
killer seagulls, rabbits and lakes filled 
| with piranhas. You can enter the 
water, but don't stay too long as 
your health will slowly clock down 
the longer you stay submerged. 
Hmmm... 
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Spin (pall down 
while running) 





Boot Sector is a place that demos dream of visiting. It's a place of beauty, a place of 
tranquillity, a place of love. Matt Broughton is the lucky man charged with guarding 
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DRELBS 


PD by Simon 
Chin 


h god! Turn to page 102 and 

you'll be able to witness me 

making a hash of describing 
this game in PD Zone — who'd have 
thought that it'd end up on our disks, 
allowing me the chance to try again? 
(Obviously not you, mate — Simon). 
Okay, let's take this nice and slow... 

Drelbs is a fairly simple puzzle game, 
where you have to make as many 
boxes as possible by turning a series of 
revolving door-type things. You do this 
by walking into and through either side 
of the door's pivot. Okay, we're not 
doing too badly so far... 

As soon as you've completed a box 
it'll fill in (unless you're actually inside 
the box, in which case you need to get 
back out and turn the last door in 
again). Another consideration to be, 
er... well, considered, is the fact that 
there are a number of nasty geezers 
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Yes, you’ 


guessed 





...just squares and stuff. 





Drelbs... not even a decent anagram... 





Of a joke... 


that would love to: 1. kill you, or 2. 
move your doors around — thus bug- 
gering up your game. Suffice to say, 
you want to stay away from them, you 
do. Obviously. 

Once you've created as many boxes 


‘as you possibly can, the screen will 


begin to fill up with ‘happy faces’. One 
of the "happy faces’ will then become 
a shimmering box containing a replica 
of yourself. As soon as this appears, run 
into it as fast as your little legs will 
allow. You'll now appear on a differ- 
ent screen, covered in static versions of 
yourself, which must all be run over to 
release them from imprisonment. 
Clear the entire screen of replicas 
and you're on to the next level, com- 
plete with more baddies. Hey! Brill! 





, WILD CUP 


Millennium 


Tap or hold to kick/chip with the ball, 
or punch/slide Run up, you 


tackle, , you, 
without, 






Down, down, 
deeper'n'down. 


urrah! This is what we like 

a good old fashioned lump 

of violence, with just a hint 
of sport (just like that Brazil Vs. USA 
game). Wild Cup is, and | use this 
term very loosely, ‘a soccer simula- 
tion’. Of course the main difference 
here is that you're openly encour- 
aged to knock the heads off your 
opponents. And don't worry about 
whether the ref sees you or not! 

Controlling your team is pretty 

instinctive, with the computer select- 
ing the player nearest the ball, and 
you directing him across the pitch 
with your joystick. When you have 
the ball, the fire button will shoot or 
pass depending on whether you tap 
or hold the button, while the same 
controls tackling, punching and kick- 
ing when you don't. 


These stains will never come out in soak. 


WILD CUP SOCCER 
Millennium 


VITAL LIGHT 


ta 








Fairly obviously, the idea of 
the game is to score as many goals 
as possible, while taking off as many 
of your opponent's heads at the 
same time. Along the way, you'll find 
a number of icons appearing on the 
pitch which can be collected and 
activated, using the F2 key at any 
time, to access a plethora of moves 
including turning the ball into a vol- 
cano (7), sending it off towards the 
enemy goal on a jet pack, and many, 
many more! 

This demo doesn't pack any of the 
weapons that the final game does, 
so it's all down to fisticuffs, but 
hopefully this will give you a little 
taster of the fun to come, and don't 
forget to check out Mr Nuttall's 
review on page 50 for the full story. 





Wild Cup... a calamity for the big, 
odd ant-eaterish left back. 




















f you've ever wondered what it 

would be like to play a game of 

Tetris whilst completing a Rubiks 
Cube, and having someone pump up 
your adrenalin levels by poking you 
repeatedly with a sharp stick, then 
this could be for you. 

Vital Light is, without a doubt, 
one of the most addictive puzzle 
games I've played since Tetris on the 
Game Boy. It's a simple game, but a 
fast and furious one nonetheless. No, 
really, it is. 

The thinking behind the game 
goes like this: rows of tiles are falling 
towards your force field base, and 
it's down to you to destroy them 
before they get there. You do this by 
turning them all the same colour, 
revolving your pallety-gun-thing to 
the required setting and then firing. 
Each colour has two shades, which 
are toggled between with subse- 
quent hits, but other than that, it’s 
down to you to choose which 
colours you want. There is a limit to 
the amount of paint available 
(shown at the bottom of the screen) 
but because this is only a demo, 
you'll probably not need to worry at 
this stage. 

Some tiles will fall accompanied 
by mini tile markers above them, 
which indicate that they must all be 
this specific colour, while others will 
swap places as they fall, making 
things a bit more tricky. 

Every now and then a small bird- 
like creature will appear and fly 
around the screen for a bit. If you 
can concentrate long enough to 
shoot it, you will inherit any power- 
ups that it held. Once collected, 
these will appear as icons in the bot- 
tom left window of your screen, and 
can be activated by pulling down 
and firing. It's more fun if | let you 
find out what they do for yourselves, 
but you can expect to freeze the 
blocks, turn them all green, make 
them éxplode, and that sort of 
thing (a technically sound expla- 
nation, I'm sure — Simon.). 


VITAL LIGHT | 








The only other things you need to 
worry about, are obstacles that 
appear along your own movement 
rung. Blocks will appear at the most 
inconvenient times, and must be 
smashed against repeatedly in order 
to break through, while bumpers | 
chuck you around the place. 

If you progress far enough into 
the demo, you'll also come across 
small spherical bombs which will 
blow up chunks of your rung should 
they get reach your shield. 

There's not a lot more to say, 
other than enjoy yourselves. 


Beware the power of the Kingfisher Bathroom Tile Selector, Earthling! 
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Vital Light... the margrine joke is on page 56. 
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ast month we confidently stated that Commodore's future would 
be resolved “any day”. Now we can state with equal clarity that, 
well, we were wrong. Two months after liquidation was 
announced there's still no news of a buy-out. 

However, we can reveal that the mystery buyer in negotiation with 
Commodore is Samsung. This was a well-kept secret until Samsung itself 
blew the whistle. The Korean company confirmed that discussions had 
been underway since early May, but said the £68 million price wanted 
by Commodore for the sale was too high. Commodore has always alleged 
that it went into liquidation in order to protect its negotiations with Sam- 
sung. Liquidation effectively freezes debts to give the seller freedom to 
complete a deal. 

Samsung has grown to become the world’s largest consumer elec- 
tronics company outside Japan. Although strong in TV, hi-fi and office 
equipment it has little influence in the games arena beside making clone 
Mega Drives for the Korean market only. 

Buying Commodore would secure a ready made route into the Euro- 
pean market, And insiders acknowledge the high quality of Amiga tech- 
nology and the strength of its user base. If the sale went ahead, Samsung 
would be unlikely to disband the current Commodore UK regime. It is 
more likely to take over manufacturing where it is strong. 

However if Samsung withdraws from the negotiating table Commodore 
is left with the tough task of finding another buyer or possibly organis- 
ing an internal, so-called management buy-out. 

























Since leaving Gamesmaster Dia- 
mond has exploited his games con- 
nections with a column in Smash Hits 
and a spot on Radio 1°s Steve Wright 
show (now the breakfast show). He 
also hosts a sports quiz 
programme on Radio 5 
and even ‘did’ Pick 
of the Week on 
Radio 4!! Maybe 
after filling in 
tor That's Life ! 
refugee Chris 
Searle, the joy- 
Stickluar jock 
and ‘Diamond 
geezer’ feels 
the need of a 
serious injection 
of credibility. 


Shine on you crazy, 
er... Diamond 


r Gamesmaster himself 
Nn Dominik Diamond is 
poised to make a return 
to the show where he first made his 
name. Our Dom presented the first 
two series of Channel 4's pioneering 
games show before giving way to 
Dexter Fletcher last year. His under- 
stated Scottish wit (he used to be a 
stand-up comedian, y'know) guided 
Gamesmaster to respectable three 
million ratings. 

Fletcher replaced the comedy with 
his own brand of manic energy and 
the show slipped under two million. 

Now, it’s belleved programme 
maker Hewland International wants 
Diamond back. All a bit ironic really. 
The Scot was rumoured to have left 
the programme after clashing 
with Hewland when it landed 
| McDonald's as sponsor. 
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he UK games market slipped by four percent last year, says a report 
by research giant Mintel. It put last year's market value at £670 
million, that's down from £700 million in 1992. The prediction for 


this year is back up to £700 million again but this already looks unlikely 
thanks to falling software prices. Just a few years ago at the height of the 
games boom there was talk of the industry hitting £1 billion. It's all gone 
a tad quiet now. Of course ,the market is between formats at the moment 
Commodore is way up there in the forefront with its 32-bit CD console 





But Commodore is, to put it mildly, is a state of flux at the moment. 


he world’s top record com- 
‘ panies are poised to make 
a major new signing — the 
games business. 
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the industry in a move which fol- 
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Arista and RCA (among others). Its 
rama eee 
mics and Whitney Houston. Like 
many other major international 
Me ee eMC me Cty 
monitoring games to see whether 
they are a flash in the pan or 
whether they are here to stay as a 
third entertainment medium along 

me ae 
ie LMM ee Le) 
Multimedia was opened on 
July 1 headed up by 
music business high 
flyer David Pullan. 
RL ammo 
grow a BMG 
este 
market. There 
Fle various 
ways to do this 
— buy out a 
developer com- 
pletely, fund ineli- 
vidual games or 
sign up the sales, 
marketing and distribu- 
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tion rights to a game. BMG says it 
Tele e ee 

Industry insiders have mixed feel- 
ings about the entry of “the big 
ere Le este acme es 
rite Mees ets te 
ness even more respectable, their 
cash makes lavish games possible 
Tem ett eile 
structures smooth the progress of 
ERR ee eR le 

SMU earl ee es 
like know nothing about games and 
that they will ruin the products by 
marketing them like albums and 
a ee 
sums are invested in development 
these massive companies will be 
unable to resist interfering with the 
way. games turn out. 

David Pullan said it won't hap- 
pen. “If we buy into a company It's 
rae eet ee ee en | 
change it?” BMG Multimedia has 
certainly got loads to spend. The 
ee ae ee ee 
CMB Tela p 

Time Warner's presence in the UK 
TT elma 
Robots. Mirage was able to finish 
ee ee 
se eee 
eee he eel ela ce 
ber 7. TWi will spend around £1 mil- 
lion to promote it. 

Sony launched its own games 
division last year and also bought 
Liverpool-based publisher Psygno- 
ees ie 
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T eam 17 is once again gear- 
ing up for a hectic Autumn 
release schedule, with five 
games pencilled tor release as many 
months. First up is Super Stardust, 
Bloodhouse’s 32bit Asteroids-on- 
steroids clone, with souped-up 
graphics and sound. We've already 
told you enough about this fab-look- 
ing game, $0 let's move on to Over- 
drive, which will be repackaged and 
re-released at the pocket-friendly 
price of £10.99 within the next 
month or two, 

Alien Breed 2: Tower Assauit is an 
upgraded version of the second 
‘Breed’ game, and will come com- 
plete with 50 new levels, incorpo- 
rating a variety of previously unseen 
aliens and missions. Floppy owners 
will be able to pick this up for a rel- 
atively small sum (a budget price is 
predicted), while CD32 owners can 
expect to shell out £29.99. This isn't 
a shrewd marketing ploy by the 
Team the CD32 version will 
include the original Alien Breed 2 
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Cyberwar...absolutely biffing! 





cD SHEDULE 


BULGES INTO 1995 


o 197 down, 226 to go 

Commodore has revealed its 

CD32 software schedule and 
expects the total to more than dou- 


m4 ble from 197 out now to 423 by 


Overdrive... a pocket caress- 
ingly tender £10.99 


along with Tower Assault, both with 
3D intros, outros and cut-scenes, 
and a CD-quality soundtrack. 

All Terrain Racing is a full-price 
isometric racing game, due out in 
October. It will feature 36 maps and 
three different vehicles to race, as 
well as the now obligatory power 
ups, and is being coded by Jamie 
Woodhouse, the geezer behind 
Team 17's excellent Qwak. There'll 
be more news on this next month. 

But the one we're waiting for is 
King of Thieves which will be 
released across all Amiga formats in 
December and reunites Rico Holmes 
and Adreas Tadic, the duo behind 
both Alien Breed games, 
meaning that it should 
be something quite 
special. Details are 
scant at the 
moment, but we'll 
be examining the 
game in close-up next 
month in an exclusive 
Work in Progress. 


Christmas. Sounds impressive 
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real highlights, even though 
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by Philips own CD-i digital 

video titles (which play on 

Ve Ge Pee) mae e tee 

gardening hits and karaoke. 

The interesting Pai 
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' tional Computer Entertain- 
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Field 

some Manga movie will be on the 

shelves in late September. 
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and TFX make rainy October a 

month worth looking forward to for 
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irgin Interactive Entertain- 
ment has been bought out 
by the video and games 


retail giant Blockbuster. 

The US chain paid $135 million to 
increase its stake in Branson's soft- 
ware division to 74 percent. The rest 

is owned by toy giant Hasbro 
and VIE itself. VIE says 
the dosh will be used 

to pump into games 
development. Block- 
buster's involvement 

means that VIE won't 

be ‘going public’ on 

the New York stock 
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ZOE ee ea em 
tion and Codemaster’s Dizzy's 
Enchanted World (six games for 
eCPM eae los 
value for money. On the Video CD 
side we're still waiting for the 
eaeelee emer Lee] © 
ECE eR ee ele 
mat. However, it's got to happen 
Me CULE Eee Me 
and Panasonic are all rumoured to 
mad Ue MPM eel 
CRU ER eee eee mys 
the process, Commodore's schedule 
reveals a few new names. Kate Bush 
The Whole Story and Pink Floyd The 
Video Collection have been added 
ee eee meh me da 
month. Castle is lining up Alice 
Cooper, Aretha Franklin and Iron 
Maiden while Mega Scandinavia 
(who?) has three Ace Of Base titles 
including a full motion video game. 
Sounds rather intriguing. Of course 
Philips is still driving forward with 
its digital CD movie line up. The 
Krays and Indecent Proposal are 
forthcoming highlights. And CD32 
eh oe ee 







exchange as was rumoured earlier 
this year. 

Although Blockbuster is known as 
a retailer, it has cable interests and 
is a partner of Viacom which recent- 
ly beught the Paramount movie stu- 
dio. The move to control VIE is more 
evidence of the rush by big enter- 
tainment companies like Block- 
buster to secure “content”. They 
reckon it’s the content — or soft- 
ware — which will earn them big 
bucks in the future because more 
companies (in cable, satellite, video 
and CD-ROM) will want to but it 
from them. 
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: n the battle between the games industry and the CD pirates the games 
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GET YOUR FINGER ON THE PULSE 


“LIVE” WILL BE 


KICKING 


entertainment includes live Capital 
Radio broadcasts and Billboard's 
aha OM rule Mel et itid eae 

Live "94 is being organised by 
Rupert Murdoch's News Interna- 
tional group so expect to be del- 
uged with publicity for the 4 
show in the preceding .” 
weeks. You can be sure 
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seen is upon us again and 
| The One will be there. Live ‘94 takes 
place between September 20 and 
ets er se 
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on a prime site following the suc- 
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cunningly titled Live ‘93. LAs mee 
There will also be a Games doch's papers— The J 
Arcade run by EMAP (publishers of Sun, Today, The 
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and watch games challenges on The World — will 
stage with celebrities. Seminars will be piling it on. 
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hobbies such as hi-fi, TV, home cin- happened Tia 
lema, camcorders and, of course, year, and the 
| games. Journalists from EMAP will result was a phe- 
be among the speakers. nomenal success. 
Besides games there'll be plenty Commodore was’ 
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see. Exhibiting companies will of the first exhibitorsto, 
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opportunities to make music, use guaranteed. The organisers 
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graphic technology. Background 
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walloping 15 Amiga games 
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titles will arrive on US Gold's bud- 
get label Kixx in early August. The 
company has been very democrat- 
ic. The list includes shoot-‘em-ups, 
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ing-sims something for everyone. 
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business is one-nil up. In June, games body ELSPA recovered an alleged 
£10 million haul from counterfeiters. It launched three raids on the 
pirates to retrieve 500 CDs stuffed with software. 

The cost of CD recording equipment is falling rapidly while the number 
of CD machines — including the CD32 — grows at an equal pace. ELSPA's 
raid shows how widespread the piracy problem has become for the indus- 

try. It also revealed the extent of the pornography problem. There was Hive Srey Ft Tee 

a lot of obscene material scooped in the raid which was passed on to are 


| police to have a look at. For purely legal reasons. wsisirlnsicnl shatolnd cate 
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routes were established) and will 
feature a revamped combat sys- 
tem, many more missions, PLUS an 
aggressive alien race to engage. 
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es we'd all love to motor round on 
our electric carts. St Andrews and 
Cypress Creek are among them. 
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Palmer could take on E Honda with 
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from Commodore. Distributor ZCL has unveiled a host of Amiga 

peripherals with the CD drive at the head of the pack. The new 
cream coloured add-on was released on July 1 and costs £199.99. It will 
play all dises for CD32, CDTV and even PhotoCD. Obviously it can run audio 
CDs too 

ZCL has also released an expansion device for the CD32 which basi- 
cally turns it into a 1200. The black SX-1 allows the user to plug a key- 
board and floppy drive into the CD32. It too will cost £199.99. 

Don Carter, ZCL's chairman, has high hopes. “The (add-on) Commodore 
oromised hasn't arrived and this is the most eagerly awaited Amiga 
peripheral in years. It's well known kids spend three times as much on 
upgrades as they did on the original product,” he said. 

Completing ZCL's peripheral blitz are two new types of storage card. 
The Zappo SmartStor delivers 20Mb or 30Mb while the SmartStor Plus 
delivers 130Mb, 170Mb, 250Mb or 340Mb of hard disc space. They are all 
out mow. 

» ZCL has also released the Amiga 1200 Frontier/Innovations pack. This 
new bundle basically updates Commodore's own Computer Combat pack 
with two mew games at no extra cost. The new titles are Frontier: Elite 2 
and Batman Returns. They join the original seven — Total Carnage, Zool 
?. Brian The Lion, Day By Day, Personal Paint, Wordworth and Wordworth 
Print Manager. The pack retails for £349.99. 


T he much-towted Amiga 1200 CD drive has finally arrived...but not 
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5 Gold has set up new devel- 
opment division called $Sili- 
con Dreams after the Brum- 
my publisher “got divorced” from 
three of its most famous developers. 

LucasArts, 5S! and Novalogic all 
announced that they would leave 
the US Gold stable in June. US Gold 
claims it isn’t worried and preters to 
concentrate on home grown prod- 
ucts. Hence Silicon Dreams. 

in a way it's good news for Amiga 
players. LucasArts provided US Gold 
with some of its most prestigious 
hits including Rebel Assault, X Wing 
and Day Of The Tentacle, but none 
of them were converted for Amiga 
(despite rumours to the contrary. 
Which we started.). 

However, it looks as if Oxford- 
based Silicon Dreams has the Amiga 
in its plans. The 20 strong develop- 
ment team is working on four titles 
at the moment which are scheduled 
for release in 1995. 
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They'll be published across 20 for- 
mats and the various Amigas should 
be among them. US Gold believes it 
makes sense to concentrate on in- 
house games rather than importing 
them. <A spokesperson = said: 
“LucasArts was very prestigious but 
it actually only accounted for three 
percent of our total sales. Having 
our own development team gives us 
much more control." 

* World Cup Golf will become the 
first US Gold title to be published for 
CD32. This brand new golf-sim, 
based on the, er, Golf World Cup, is 
no floppy port. It has been devel- 
oped for CD formats only and will 
land on shop fairways in November. 

Until now US Gold has shown lit- 
tle interest in Commodore's console 
machine. But steady sales and the 
withdrawal of some of the US com- 
panies from the Amiga market has 
led it to believe that there is money 
to be made from the format. 
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Easy to install 2.5" upgrade kits 















All drives supplied with formatting 
instructions and software 
Free fitting available- phone for details 
70ME HD upgrade ilies: oceeens sts, ssc EHS 
40MB HD upgrade kit... ceo OF 
b0ME HD upgrade kit...... 
B5MEB HO uperace kit..... 
120MB HD uperade kit... 
2170MB HD uperade kit... 
HIGH CAPACITY HD’S 
These prices include collection, delivery 
and free fitting, all guaranteed 3.5° 
| drives, Phone for details 
250MB £199 340M £259 54018 E479 


WORKS I Ar IONS 


Ergonomically sound 

Facilitates up to three external floppy 
Orives 

Made in the Uk 

Strang and robust 

Aesthetically pleasing 

Keen your desk neat and tidy 
Supplied complete and assembled 
with (ree mouse mal 


ASOO workstation... 
ASOD vworkstalicn 
Al200 ecdiealion a 
Workstation ooverall dust OOVErS.. 
Avhouse HHicause . 


Only £20 when bought with an Al 200 


Full instructions and cables where necessary | 
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AMIGA 1200 PACKS 
42-bit 68020 full power 

Two joysticks & mouse 

Free paint package software 

Mouse mat 
AV200 Standahone.........cccssreceeccess £274 | 


ALT200 with JOMB HID... cesses £354 
A1200 with 40MB HD... £383 
AI200 with GOMB HD .,..........:ccceccnee £399 
A1200 with BOMB HD.,....---.s.0::00cc00 £419 
A1200 with 120MIB HD....0...0..:0-eecceee £473 
A1200 with 210MB HD.........:c0ccc22---- £499 


Combatnnovations pack add to abowe £45 


AMIGA CD-32 


CD+32 console inc. Dragon Street, Wing 
Commander, Osca & Dippers......... £239 
New full motion video, allows video 

CD's to be played on the CD" £197 
Lead for CD” to 1085 monitor £14.99 


AMIGA 600 
A600 Wierd, Wild & Wicked 
Includes Delux Paint 3, Micoprose 
Grand Prix, Silly Putty, Pushover anc 
further free software 

























pack 














AGOO WW & Wooo. TB 

AbOO WLW & W with 20MB HD £276 
A600 WLW & W with 60MB HD £359 
AbOO WOW & W+ 1.3 ROM.......£218 







PERIPHERAI 


100 Capacity lockable disk box......£5.99 
Squick MOuse ...... 
er £1.99 
TDK high quality OSD (10) disks....£7.99 | 
| Computer Mall DSD (10) disks ............ £6 
Megagrip 2 poystick 
Apache joystick 
Python joystick ; 
200 Canacity stackable disk drawer .....£12.00 
Fippsticck jOYSHICK wosscsererrerseteeesestestsetsemne ede OD 
Fi-Fy Pro SPGahers ....-.eeccse-csssssssscnes £53 
AS00/A600/41200 cust covers... 
ASOO modulator 
Amina First step book 
4-Way mains extension block......... £7.55 
TV RF lead . £4.99 
A500 intemal replacement drive 


Pecos 


Mirren Tre Prue at 


491949 0582 49 
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A1200 PRORAM 


Hiah quality memory expansion 

Easy to fit full instructions 
Co-processor option 

ProRAM 1200 simply slots into the 


expansion Por Under the trap door 


ProRAh 12000 JAB ccc 
ProRAM 1200 4/48 
ProRaAM 1200 BMIB......... i 


ProRAM PCMCIA AGO0/A1 200 


vk TO | 


POM Z FRU .....ccccsscsceees 
33MHz FPL 


| 40MHz FPU 





Allows image processing in a useful 
shion 

complete with manual 

of the fastest growing applications 


and unique fa 
Comes 
Ire 
for home and professional users 
High specification coupled with cost 
elective pricing 

64 greyscales 100-400DPI 

Fully compatible with Delux Paint 4 
Advanced software 


Power Scanner 4 
Power Scanner colour 4 
Epsan GT-6500 (inc. software) ...... £589 





AMIGA 4000 PACKS 


AGA chip set 

b8030/40 processor 

Co-processor option 

2MB/4MB RAM 

44000 030 with OMB HD & 4MB 

AA000 030 with 120MB HD & 4h4B......... 
A4000 030 with 250MB HD & 4ME. 
44000 020 with 540.MB HD & 4MB...... 


MONITORS 


14” Hi-Res colour display 

Complete with cable 
Includes integral stand 
Full UK warranty 


Sharp DY 3750 mroniton TV... 
Philips 141554 monitonT¥’........ 
Mico Vitec 28 1428 inc. stereo....... 
A1200 SVGAMOonitor... 


idisnlay hi-productivity 4 modes, Tat ‘detan sty 


| Commedia P94. cere 
CONICET OAD occ ccsstacsssscineses 
Tilt Be Sv tveed stearw a ccsassesscscsseseeceesesees 
PAMOUIBCMT CUISt OOWET, erecesrerseseceesansesee 
1.5m monitor edt. cable.............--£14,99 


Simply add £28 for workstation of your choice 
wien pure hues reat the abowe'l 


PRO ROM SWAPPER 


Swap between Kickstart chips 

Fits ASOO, ASO004+, AGOO, AlS00 

Auto swapping via keyboard control 
Flexible cable allows the swapper to 
work in conjunction with accellerators 
Simple to fit- full instructions 

£18 
£35 
£40 


Pro ROM Swapper. ‘ = 
Pro ROM Swapper+ 1.3 RC M cea 
Pro ROM Swapper+ 2.04 ROM... 


KICKSTART ROMS 


| Kickstart ROM 2.04 
te ee £17 
Kickstart ROOM 2.05 ..2ccccccccccseen cub? 





WTS Electronics Ltd, Chau! End Lane, Luton, Bedfords 
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- POWER SUPPLY UNITS 
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to computer or 


2 your expensive kit 
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supoly wnit 
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SUI WMIE.......... 
sunply unit 
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8EZ Telephone (0582) 491949 (6 Lines) EST 1984 


PRO AGNUS 2MB 
Provides a full 2MWB of Chip Memory for the 
Amiga 500 and Al500/2000 * Designed and 
built in England # Supplied with 4375 Obese 
Agnus #Includes JMB Memory on board in 
the form of low power Zips © Allows the pro- 
cessing of elaborate animation and sound 
sampling * Provides the same max. chip memory 
as the Al200/A4000 & 500+ © Increases 
addressable memory space trom SMB to 10MB 


«Complete with full instructions and flying 


leads @ British made 


Pro Agnus 2MB.. eee ok 129 


Free fitting ava silable - pho ne for de ails 


High Quality 
f Renowned and proven reliabilty 
Anti-click 
Long moulded cable 
Slimline design 
| High impact plastic 


Cumana external drive.....cccccccc ck 
Cumana external drive + 100 
Capacity disk box % £61 
Lumana external drive + 100 
capacity disk box 20 blank disks ..£66 
AS0O0/A500+ Internal stein 

B disk drive.,....... veoh? 
A600! AT 200 Intern 7 re spla 1 emenit 
disk drive LS ccd apa 
A2Z000 Internal replacement 
CGE CF IVE,. apessechedaricercanasenerbareangalee 


1? 


COLOUR PRINTERS 


High quality premium range of Amiga 
printers 

Two WE manutac Tuners warranty 
Complete with cable 


| Citizen registered tor dealer plus service | 


Panasonic centre of excellence 


Seikosha SP-1900 

Seikosha Speedjet 200) + int sheet ieede £179 
Swift 9O Colour..........--cpcc-ceeereoee de SD 
Svat 200) Colour 

Swift 240 Colour 

Panasonic KXP 1170 

9 on BO oadumn, 192 CPS Deatt 

Panasonic KXP 2123 Colour... 

(24 pen 80 column, 192 OPS Draeti 

HP Deskjet 600 Colour 


(0D «600 DFT 


HF Laser jet 4 ia Bae. Ber minule 





A500 MEMORY EXPANSIONS | 


A500 Pro-Ram 0.5Meg Upgrade 
Allows TMB software to run 
Chip memory compatible 
British made 


Without chock 
With clock 


A500 Pro-Ram 1.5Meg.Upgrade 
Gives a full JMB of memory ................ 


A500+ IMB Meg Upgrade 


| Richart 2004 Wt esc secsierssseensensncens 
KickStart 2.04... 
KickStart 1.3... 
KickStart Rit 1M Swapper... 


Cava heheeen Keck Snares 
Fattier Agrius & ae ile eat i Stein ated 
Obese Agnus 8475 
Hi-Res Denise... 
TMB x 9 Sin 7s | (3 chip). 
[MIB x 4 7s... TN lave be 

| D2 SHTUTES TA co ccstesetesseisereratrnetenenvanea 
ee 
az STG AB oi ascents esecsincseen 
Aad STS BAB aos cscs ee cse spacers reread 
A500 mactulator... 
Replacement mouse. 
A500 Intemal Disk Drive... .ccccc. 
ASOD A1 200 lntermal Drive... eee 
4.5" IDKE25" IDE cable... cee: 
Spike SUMPANESSICW HUGE ..csecscssssesscs 


Mow the power of the modem is within your grasp with the advent of these cost effective Pro range of hi-spec modems. Auto-dial auto-answer, Hayes compatible, 


Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600.............£74 


Pro VC144E - Fax Modem v22, v22 BIS, V21, V29, V27 TER, V32/V44 BIS.. 


All modems inclusive of Comms software, leads and power 


SLAY, 


Amiga 500 ex-demo computer Inc. psu+leads... 


Scala Multi Media 300 


£189 


179 


~ GVP Al 230 Mk I 40MHz 4Mb ‘Accelerator . £399 
How to make your Amiga irito a robot controller — Ask for catalogue 


| SALES HOTLINE 0582 491949 (6 LINEs), 0480 47111 7(24HR), F FAX 0582 505900 


Credit card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and sides and the products you wish to order and we'll 


do the rest. Alternatively write the above details on your better when ordering by post, 


When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with your order. Postal orders are also accepted. 


mS MINIMUM ORDER AMOUNT £15.00 


WO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order to be sent by courier service please add £5. this method secures the item with full insurance, not express. 


WARRANTY: One year warranty return to base, ONE YEAR EXTENDED WARRANTY: Available on all products at 10° of purchase price when ordering. 


Head Oifice 
ATS Electronic Lid 
haul End Lane 
Luce 


0582 491949 


Computer Mall Bedford 
The Harpur Centre 


Where to find us! 


Bedford 
4 STA 


heer fhe etl bi ommend ators ie wolsitte walle piekes | wile oor noice. Sin ih 


Computer Mall 5t.Neots 
Priory Mall Shopping Centre 


0480 471117 


flreeate wei cortber, Peace’ allo FH Lows bor thebyery [ee bo evedita bey tel 


Computer Mall Hertiord 
49 Railway Street 
Hertiorel 
0992 503606 


Computer Mall Dunstable 
44 High Street North 
Dunstable 
Beciorcshire 
0582 475747 
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LETTERS 





Did you know that the longer this intro is, the fewer letters I 
have to type in? Well it's true. For example, if | stopped here I'd 
probably have to include an extra couple of missives, but this 
explanation alone has saved me the bother. 


| could go on for ages. But I won't. To 
prevent these intros getting overly-long, 


send your news, 
views and 
how-do-you-dos to 


Letters 


hae Co 
Fine nfo Fa Pr 


its 
30- a2 Farris 
London FcT JA 
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“NONE OF THE 
“IMPROVEMENTS” 


Dear Sir, 

| am writing to point out my disap- 
pointment about the quality of the 
disks on the front of the issue of The 
One July 1994. The disks contained 
‘playable’ demos of the following 
programs: Sensi Soccer International 
Edition, Empire Soccer. 

Due to the contents of the disks, 
the magazine was bought on the 
strength of the disks for £3.95. | 
returned home and tried out the 
disks to find the following:- 

1, Sensi Soccer International Edi- 
tion — this appeared to be exactly 
the same as the previous version 
(Sensi Soccer 1992/93). There were 
none of the ‘improvements’ outlined 
on the disk which persuaded me to 
purchase the magazine. These fea- 
tures were to be the including of the 
referee and yellow and red cards. As 
| have the 1992/93 version there 
would have been no point me buying 
this disk and as | have an A500 the 
demo of the other game is of no use 
to me. 

2. The second disk, containing 
Empire Soccer, loaded all right and 
then crashed until the screen blocks 
jumbled themselves up and flickered 
constantly making the demo 
unplayable. The flickering screen 
was very painful on the eyes. 


| can understand that disks can 
become corrupt in transport and the 
odd dodgy copy can get through but 
having purchased a magazine for the 
sum of £3.95, where presumably the 
disks inflate the price, | feel | have 
been cheated, especially where the 
disks say something different to 
what's on them. 

In looking at the normal price of 
magazines without disks | believe | 
now have a magazine worth £1.50- 
£1.99 that actually cost me nearly £4. 
| do not find this the standard | 
would expect. 

With this letter you will find the 
aforementioned disks, as in their cur- 
rent state they are of no use to me. 

Yours faithfully, 
. Mr N.H. Jones 


Cheers for the disks, ‘N’, that's most 
kind of you. Right, let's go through 
the ‘lies’ on the disk label, shall we? 
One: “Sensible Soccer — Internation- 
al." Yup, Guilty as charged — the 
game is actually called Sensible Soc- 
cer International Edition. Sorry. We 
were just trying to save space on the 
disk label. Two: “The latest Sensi Soc- 
cer sensation!” Another blatant lie. It 
is, in fact, the latest version of Sensi- 
ble Soccer with international teams. 
We should have been a little clearer. 
Third: “Fantastic one- or two-player 
demo...” Utter rot! As we all know, 
Sensible Soccer is not at al! fantastic. 
it’s brilliant. Fourth: “...with a refer- 
ee and everything!” Caught red- 
handed, I'm afraid. Because there 
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wasn't a referee in there at all, was 
there? | mean, if you look closely at 
the disk label you'll see that there 
isn't a referee dishing out a yellow 
card, Why didn’t you try committing 
a foul before writing in? 

As for your trouble with Empire 
Soccer then you've obviously got a 
faulty disk. Why didn't you send it to 
the address listed in ‘Boot Sector’? 
Obviously required too much com- 
mon sense, did it? 

We were thinking about sending 
your letter back to you with a note 
stating how disgusted we were. But 
we'd rather play our top demos. The 
only reason you're not ‘Git of the 
Month’ is because we'd have to send 
you a game. And you'd probably 
send it back. 


Dear The One, 
Was it really the best letter you had 
all month? God I'm good. I'm not 
thinking straight at the moment. 
Playing on my mate's Amstrad must 
have got to me. Unfortunately I'm 
skint after subscribing to PC Format 
(Damn! | knew | wasn't thinking 
straight), so | haven't got any cash to 
bid. | don't s’pose | could just have a 
photo of Jenny? This is Michael Lister 
saying sycophantic. 

Michael Lister, York. 


Surprisingly, Mike, yours was the 
only letter we received regarding our 


071 972 6710. Cheers. 


very special auction in which the 
highest bidder could win his very — 
own copy of Jenny's address. | was 
quite hoping to rake in tons of cash 
with my little scam but, sadly, Jenny 
doesn't appear to be as popular as 
we thought. Never mind, eh? 


“WHAT SEX ARE YOU?" 


Dear The One, 

| would like to clear up the com- 
plaints Matty aired in his/her (excuse 
me Matty, what sex are you?) letter 
in June's ish since it was your ‘Nice 
Issue’ and you couldn't. 

Firstly, The One can't print every 
letter it receives — | know because 
I've written a letter to The One before 
and it wasn't printed. But like Mur- 
phy’s, I'm not bitter. 

Secondly, the wrong picture was 
printed for Tanx and Stuff because 
people make mistakes (everyone 
except you, obviously). Thirdly, the 
word ‘wrod’ was printed because it 
was a coded message. Anyone can 
see that. Fourth, Heimdall 2 isn’t 
crap... you are! 

Could you at The One please put 
more sellotape on the front cover 
because | don't pay £3.95 for a mag- 
azine only to find that the coverdisks 
have fallen off. Oh yeah... | think you 
are funny, which is one of the rea- 
sons | buy your magazine. You do a 
fine job putting out a great magazine 
month after month. 








And one last 
thing: Mark Rob- 
bins, you were 
night. Belle is the 
best-looking Dis- 

ney character. 
Dan, 
London. 


Amazingly, Dan, your letter 
arrived before our July issue went 
On sale and yet uncannily, the excus- 
25 you gave on our behalf were 
aemost identical to our own! | suspect 
an inside job. On the subject of the 
Who's the best-looking Disney char- 
acter?’ poll, well, it appears Belle 
from out of Beauty and the Beast is 
the winner — mainly because Dan's 
efter was the only one to register a 
vote. Don! 


“NOT CRAPPY PD 
GAMES" 


Dear The One, 

just a complaint about your coverdisks 
loh good — Simon.]. If us readers are 
expected to pay almost £4.00 for your 
magazine, then your coverdisks should 
be full of playable demos, not crappy 
PD games. It seems a lot of other rival 
mags are doing the same. Your June 
coverdisks are the worst yet. 

Another thing which gets me is 
that you always state what demos 
are going to be in your next issue, 
out when the time comes we always 
find something different on them, 
and then most of the time you don't 
explain why. 

da rather do without coverdisks 
and pay a little less for your maga- 
zine if you continue to put crappy PD 
on your disks. And don't say “yeah, 
what about the people who want PD 
games on the disks" — they always 
get updated on PD anyway. 

Apart from my moaning, let me 
praise your mag a little by saying The 
One is the best for reviews and 
upcoming previews. 

Nigel Holgate, 
North Wales. 


Okay, let’s take the last couple of 
ssues as examples, shall we? July: 
Sensible Soccer International Edition, 
Empire Soccer, Out to Lunch, Quik. 
Got that? Good. Now August: Kid 
vicious, Wild Cup, Vital Light, Drelbs. 
Okay, now flick through any other 
Amiga magazine and tell me that our 
cisks have been worse than theirs. In 
July, one particularly amusing maga- 
mne gave away three demos: Gulp! 
on owr disks a few weeks earlier), 
Apidya (budget re-release, originally 
owt a couple of years ago) and 


Naughty Ones, which | 


has been on the shelves 
since April-ish, Brilliant, eh? Okay, so 
there is one PD game on our disks 
this month, and the reason for this is 
that the Kid Vicious demo doesn't 
quite take up a whole disk. We put 
Drelbs on to fill that space. You don't 
have to play it, but surely one “crap- 
py PD game” is better than over a 
100k of empty disk space, wouldn't 
you agree? 
| can guarantee you this: we've 
got all the best demos tied up, and 
over the coming months you can 
expect Sensible World of Soccer, Ruff 
'n’ Tumble (coming next issue, in 
fact), Zool 3, Aladdin, a special Sensi- 
ble Golf/Soccer hybrid, Dragonstone, 
King of Thieves, Jungle Strike, as well 
as numerous others. Now show me a 
mag that can do better than that. 


“YOUR MISERABLY 
INCORRECTLY INTER- 
PRETED REPLY” 


Dear The One. 

Re: Git of the Month. 

After reading your miserably incor- 
rectly interpreted reply to my previ- 
ous correspondence (printed in the 
May edition), | felt that | just had to 
illustrate my total and complete 
astonishment at your utterly puerile 
ability to conceive the actual conno- 
tation of the letter. My intention was 
to pour mountainfulls of scorn onto 
your publishers for the area where | 
purchased the magazine as | believe 
that it is in fact they who are respon- 
sible for the collation of the issue. 

Furthermore, this implies to me 
that you must be some of the mast 
bigoted, narrow-minded and illiberal 
morons on the face of the earth, and 
that you should think before you 
act...!!! 

Actually, you must understand 
that | was in fact extremely miffed at 
the time of the composition of the 
letter, and | just quickly typed out my 
actual thoughts at the time, so 
there's no genuine malicious intent, 
or at least there wasn't in the first let- 
ter... “ONIST! 

Alan White, 
Manchester. 


There you go, Alan, it wasn't hard, 
was it? Okay, so you were miffed at 
the time, but you wouldn't send your 
bank manager a letter with such a 
proliferation of four-letter words, 
would you? Nope. As this letter clear- 
ly demonstrates, there is a way to 
voice your opinions without calling 
people rude names. Anyway, thanks 
for taking the time to put the record 
straight — we've now decided that 
you're no longer a git. Any other 
comments from previous Git of the 
Month winners? Oh... 
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e B “Each game played has a 
realistic outcome’ - The ONE | 


“Penalty incident quite literally 


had me on the edge of my 
seat - The ONE 


Lastability 87% 


| “Tactical Manager is a very 
| absorbing football manager 


simulation. Extremely involving. 
Ay great game’. CU AMIGA 
Lastability 96% 
Playability 93% 









“WHAT A STRANGE 
ATTITUDE YOU 
APPEAR TO HAVE" 


Simon Byron, 

A few months-ago | was reading your 
magazine when | saw that the letter | 
had sent in two months previously 
had been printed under ‘Git of the 
Month’. After reading on, | came to a 
few conclusions. 

(1) My letter. Okay, I'll admit that 
maybe the tone of the letter was a 
bit high-and-mighty, and it may have 
been this that provoked you into 
writing such a vicious reply. 

(2) Your small-mindedness. Only 
someone with an extremely limited 
imagination would call someone 
else's hobby “sad.” Just because I'm 
not interested in cars, it does not 
mean | would tell a car enthusiast to 
“get a life.” 

(3) Your inability to take construc- 
tive criticism. My letter suggested 
that your reviewers did not say any- 
thing untrue in their reviews, as this 
could give a false impression of the 
game. Your response never once 
mentioned this point, as you spent all 
the time insulting me personally. | 
assume this was because | pointed 
out a fault in your supposedly perfect 
magazine. 

(4) You're a hypocrite. In your 
review of Gunship 2000, you babbled 
on about the environment in which 
helicopters fly, and you also printed 
a panel containing information on 
five of the helicopters. This is in com- 
plete contrast to your response to my 
letter, as in it you stated that the only 
thing you needed to know about air- 
craft was “that they fly.” 

What a strange attitude you 
appear to have. 

Because I've just voiced an opinion 
that you don’t agree with, you'll 
probably print this letter under Git of 
the Month, and this will serve to 
prove my point. (Although now I've 

_ mentioned it, you might not.) 

You'll also reply with a typically 
sarcastic and ‘witty’ response. 

Again, proving my point. 

So, what do you say to that, then? 

Scott Donnison, 
Winchester. 















Firstly, Scott, we've never said The 
One is the perfect magazine — far 
from it, in fact. We've consistently 
highlighted our errors and all-round 
lack of professionalism, and we like 
to think we can ridicule ourselves as 
much as we do other publications 
and individuals. The reason we 
weren't too impressed with your 
comments was because you expected 
us to have in-depth knowledge of 
subjects we clearly have no interest 
in. I've never flown a plane or 

spent time flicking through avia- 
5 EF : ge tion books. | enjoy the odd flight 
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sim, but as for its realism, well, how 
the hell would | know? It's merely 
conjecture, and | would have thought 
most people would have realised 
that. But obviously not. 


Dear The One, 

| hate you. | have written at least five 
letters to you and you haven't print- 
ed one of them. | don’t want to know 
what other people have to say, | just 
want to read about me. Me, me, me. 
Nobody else has anything interest- 
ing to say, so why don't you do a 
complete issue all about me and the 
games.!| play? | know what you're 
thinking and, yes, you're right — | am 
a complete git and, no, | don’t like 
anybody. But you just ask yourself 
who's happier; them or me. It's me 
every time, and if anyone thinks any 
different then I'll get my big brother 

to beat you up. So there. 
Love, 
André McLean, 
Edinburgh. 


Okay, everybody, the September 
issue of The One will be all about 
André and the games he plays. The 
Letters page will be devoted to 
André and his work so if you've got 
any suggestions then send them in 
pronto. Or something. 


“EVERYONE MAKES A 
FEW MISTAKES" 


Dear The One, 

| have bought your magazine every 
month for a few years and | think it is 
the best Amiga games magazine 
around. 

I'd just like to complain about peo- 
ple like Matty or Lisa and Becky from 
the June issue, who write in and 
moan about crappy mistakes. Every- 
one makes a few mistakes once in a 
while and people who moan about it 
are totally annoying. 

The One is excellent as it is, even if 
a few wrods... sorry, words are spelt 
wrongly and the jokes are sometimes 
a bit crap. | couldn't care less — 
that's what makes The One better 
than the rest. 

Heather Stancliffe, 

Coulby Newham. 

P.S. | think that Simon and Andy are 

twins, separated at birth. What do 
you think? 


What do you mean our jokes are a bit 
crap? Harry told me a fab one the 
other day; What's brown and sticky? 
Answer: a stick! Ha ha ha ha ha ha 
ha ha ha ha ha ha ha ha ha ha! Or 
how about: Question: What's green 
and invisible? Answer: this cab- 
bage!!! Now tell me we're not funny 
and stay fashionable. 


“AM DOING VERY 
WELL THANK YOU" 


Dear Mr Byron, 

I'm writing to complain about that 
new Johnny you've got writing for 
you. Just who the bloody hell does 
that Steve McKevitt think he is? 

In his so-called ‘tips’ review of 
K240 he claims that calling your 
asteroids by rude names is neither 
big nor clever. . 

| would like to point out to this 
foolish oik that I'm currently half-way 
through a campaign and am doing 
very well thank you, with Colonies 
named ‘Bum Gravy", ‘Wayne Kerr’ and 
‘No B’cheese’ [You may have noticed 
that I've cleverly tweaked the last two 
to make them printable — Simon.) 

| am also 6 foot 4 ins and a mem- 
ber of Mensa, so how much bigger or 
cleverer do you have to be? 

Yours faithfully, 
Lord St. John of Fordslee 


Why don't you get on with some 
work, Steve? Any more lip from you 
and we'll be on the phone to your 
superiors. 


“DON'T BE A DOOM 
AND GLOOM 
MERCHANT" 


Dear The One, 

Oh dear, Gary Penn's in a poor old 
state, isn't he? There he is, an indus- 
try veteran and maturing gamesplay- 
er who appears to have played on 
everything from the Spectrum to the 
latest consoles (not forgetting the 
Amiga, of course), and he's seriously 
down in the dumps. 

Well, before he slits his wrists in 
despair over the ‘decline’ of his 
favourite machine (the Amiga 500), 
let me reassure him that Team 17 has 
no intention of ignoring 500 owners. 
Naturally, we are developing A1200- 
and CD32-specific titles (with Super 
Stardust being the next) but if you're 
in the mood for something floppy, | 
hope Team 17 will be able to turn 
you on, Gary. 

| agree that developers shouldn't 
be blinded by modern technology; 
the 4500 still has a strong user-base 
which shouldn't be brushed aside, 
and flashy 3D intros don't make a 
game playable but only dress it up in 
sexy clothing — it's the body and per- 
sonality beneath the clothes that real- 
ly need to be stunning. 

Team 17 has never resorted to 
breathtaking intros to sell a game 
(although we do intend to improve 
these presentation aspects shortly) — 
we concentrate on gameplay. Alien 
Breed, Superfrog, Project X and Body 
Blows may not be the most original 
games in concept but they are 





extremely playable. We're tradition 
alists in a way but we like to think 
our games bring the best of the 
Eighties forward into the Nineties. © 
we develop a platform game, we 
make it the best. If we develop @ 
shoot-‘em-up, we make it the best 
But don't get me wrong, we're ne 
totally lacking in originality. . 
forthcoming King of Thieves wi 
demonstrate playability and origina’ 
ity. King Pin is original for a comput- 
er game, and we have a couple oF 
completely new gaming ideas fe 
early next year. . 
But when all's said and done, there 
are certain genres that hold a lot oF 
appeal (the beat-‘em-up, the shoot 
‘em-up, the football game, etc) anc 
so we supply in accordance with the 
demand. If you like horror movies. 
you watch each one but don't com 
plain that you've seen all that bloo 
and gore in a dozen other horre 
films. You take each film (in yo 
case, each game) as it comes 
enjoy its new offering of better sp= 
cial effects, change of plot and mo 
suspenseful atmosphere (in ye 
case, better graphics and sound 
change of gameplay, while the ple 
and atmosphere still apply). Each 
new film or each new shoot-’e 
has its own new twist but remap 
within its genre to satisfy fans of it 
kind. That's why | have a dozen he 
ror movie videos, half a dozen Ami 
football games and read three 
bikes magazines each month — it 
the same basic theme and the same 
basic.content conveyed to the view 
er/player/reader in different be 
equally enjoyable ways. . 
So don't be a doom and gloc 
merchant. And don’t throw yor 
A500 from the top of The Leanir 
Tower of Pisa just yet, either. We'r 
optimistic, so you can be too. Oh & 
be happy. 






















































































Alan Bur 

Team 17. 

Yep, we agree with you 100 perce 7 
Alan. As we've said time and again 
the views of Mr Cynical aren't neces 
sarily our own. Gary's piece 
always destined to stir up som 
response, which is mainly why 
asked him to do it. After all, theres 
nothing more refreshing than ar 
invigorating debate. And it fills t 
Letters pages as well. | wonder 
we'll get him to slag off next? 
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state-of-the-art graphics and four MASSIVE levels of up-to-date action. Stir in an 

Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling of mucho-big 
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Available on: Amiga 1200 and Amiga CD32 
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THANKS TO, ERM... PSYG 


sygnosis was responsible for 

the first ever Amiga game. It 

was called Brattacus or some- 

thing. And apparently it was quite 

good. Well, according to MC Mark 

‘Marky Mark-Mark’ Blewitt, Psygno- 
sis's funky PR bod. 

Anyway, since its inaugural 

Amiga game, Psygnosis has 


| 
| 
* WM released literally lots of games, 


most of them good, some of 
® them not. Who can forget clas- 
©, sics such as Shadow of the 

Beast, Ork and The Killing 
Game Show? Certainly not us 
te because we live in the past 
3 and constantly harp on 
A about how great games 
— used to be. Of course, 

smemories are selective 
























7 and we tend to remem- 
[MH ber the best games 
© whereas in fact, the pro- 
9_ portion of good sports 
and bad eggs has prob- 
Seably remained consis- 
Mytent. But that won't 
stop us from saying 
things were different 
back then in the ‘halcy- 
on days’. Oh no. In 
fact, | wouldn't be sur- 
prised if we're extolling 
® the virtues of 
Cliffhanger in a few 
‘years’ time. Hmm... 
i but Then again... 
But what if you're 
‘an Amiga newcomer? 
You'll have missed out 
on all the old classics 
» and have no idea what 
we're talking about. 
= Blimey, how embarrass- 
ing. Well let's put that 
right, shall we? How 
would you — yes, you! — 
like to win the majority 
of Psygnosis's back cata- 
logue? Although it's impos- 
| sible to obtain a few really 


old games, we have here in our office 
two huge boxes filled with Psygnosis 
games — and there's over 40 in all! 

A glance in the top of just one of 
our two treasure chests bulging with 
booty for your Amiga reveals these 
beauties: Ork, Atomino, Oh No! More 
Lemmings, Awesome, Chronoquest, 
Babarian 2, Lemmings, Prime Move, 
Lemmings 2, Theatre of Death, Glob- 
dule, Armour-Geddon, Innocent Until 
Caught, as well as many others. In 
fact, we reckon the prize is worth 
over £800! Probably. 


So what do you have to do to win 
this completely fabby prize? Well, 
just answer all the questions correct- 
ly, stick the answers on a bit of 
paper, plonk the bit of paper in an 
envelope and send it to: PSYGNOSIS 
COMPO, The One, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive 
here by no later than August 28th 
1994. There is only one first prize (the 
aforementioned games) so runners- 
up get bugger all. Oh yes: due to the 
age of some of these games, we 
can't guarantee that all will be 
A500+, A600-or A1200 compatible 


(A) Leander 
(B) Orbitus 
(C) Agony 
(D) Darkman 


(A) One 
(B) Two 
(C) Three 
(D) Four 


(A) Reflections 
(B) The Bitmap Brothers 


(Cc) DMA 
(D) Vision 


(A) Sensible Software 
(B) The Dome 

(C) Arcane Development 
(D) Acid Software 


(A) The Sequel 

(B) More Lemmings 
(C) The Tribes 

(D) Let's Go! 


(4) Prime Mover 
(B) Nigel Mansell 
(C) FIGP 

(D) Drive Harder 


(A) Luton 

(B) Liverpool 

(C) Bournemouth 
(D) Sheffield 


(A) Last Action Hero 
(B) Cliffhanger 

(C) Dracula 

(D) Microcosm 


(A) Hired Guns 

(B) Valhalla 

(C) Legend of Kyrandia 
(D) Rebel! Assault 


(A) BAALISTIX 
(B) DALLISTIX 
(C) BALLISTIX 
(D) XXYYZSAS 


NOSIS! AND US? 


JUST SOM 


ust look at these quotes we've 
J managed to extract from our 

reviews. All sound impressive, 
don't they? Well, that's because 
we've taken only the best bits and 
managed to string them together 
in order to make the games sound 
better than they actually are. You 
should have seen the bits we left 
out! 


“The changes in the game's struc: 
ture are inspired too, giving the 
player a focussed objective and 4 
‘point’ to the game that the first 
one lacked... Without a doubt, 
Psygnosis and DMA have another 
sure-fire winner on their hands." 
David Upchurch, March 1993. 





“This is, without a doubt, the best 
flight sim available at the moment 
Some hardened sim fans may find 
the glossy approach not to their 
liking but punters who usually shy 
away from plane sims and people 
who prefer the action more instan- 
taneous will lap it up in droves. 
And good on them.” 

Simon Byron, April 1993. 
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“Wi ‘no’ Lit has been well received 
om the Mega Drive and I'm glad to 
d Say that it's survived the conversion 
, te the humble Amiga extremely | i . 
4 well ft 4 simple addictive and, and » al 
the enc of the day. an excellent lit- en eM ee 
the game that's a delight to play.” 
Mott Browghton, November 7553. 


“Without playing it yourself there's 
So way of realising how fluent and 
etterly marvellous this game is, so 
you’) just have to take my word for 
=  QGefinitely a game that deserves 
te oo well.” 

Sanon Byron, October 1993. 


“Perihelion does look and feel 
superb and there are enough statis- 
tics and character details to satisty 
the hardened RPG-er while not 
being too much to cope with for the 
average games player. There's a 
tremendous amount of depth with 
an excellent number of locations to 
be ploughed through...” 

Matt Broughton, December 1993. 


hth 


“It's quite obvious that a hell of a “Ha ha ha ha ha ha ha ha ha ha ha 
lot of work has gone into Brian The = ha hha hha ha ha ha ha ha ha ha" 
Lion and it is without adoubtavery Andy Nuttall, June 1994. 





good platform game..." 
t at last — a platform game with Matt Broughton, February 1994. 
it. some degree of originality, How 

refreshing it is not to have to hit 


secret blocks to reveal bonuses, or “| love it! Puggsy is a truly amazing 


y meander along horizontally- conversion. All credit must go to 
; scrolling levels merely jumping on The Dome for making Puggsy such a 
ne heads.” technically astounding game — the 





graphics are of a consistently high 
standard throughout and the rotat- 
ing sprites and end-of-level 
guardians are real eye poppers.” 
Simon Byron, March 1994. 


Simon Byron, December 1993. 
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aul Carrington and Lisa Tun- 
nah are two typical program- 
mers. They work all night, 
they sleep all day , they smoke a lot, 
they eat crap food (probably) and 
they go to the toilet. But there's a 
big difference between this duo and 
other game-making teams — they've 
only been doing it for five months, 
and they've released their first game 
already. Yes — it’s true! 

Of course, as you've come to 
expect from us, we haven't allowed 
this type of performance to slip 
through our, er, noses, They deserve 
only the best treatment, the red car- 
pet, and pride of place on page 22 of 
this very ish. Yes, folks, it’s One on 
One time, and The One would like to 
present... Vulcan Software in all its 
glory! (Hurrah!) 


Paul: | got interested in program- 
ming when | was a ‘wee babbie,’ 
with the old Spectrum. | bought one 
when it first came out, and then | set 
about learning how to program the 
thing. Most of the stuff around even 
then was written in machine code, 
but | couldn't handle that so | learnt 
BASIC instead. 

| wrote five small games on it. The 
artwork for the cover cost a fortune, 
because | went to a really expensive 
printers to get the labels done. | had 
in mind that we'd get thousands of 
the things printed, and then get 
them out to the shops, but in fact 
we only printed one — which is still 
in my attic! 


Paul: Yes, except | didn’t know how 
to go about it. It was the time when 
everyone was doing mail order with 
the magazines, but | left that com- 
pletely alone. So | gave it up, and 
decided there was no future in com- 
puter games for me. | worked for a 
few years, and then went to film 
school. | did a degree in film produc- 
tion, and that's where | met Lisa. 


all i ell } rr 
de you start writing 


Paul: We started off because we'd 
spent three months sitting 
around in the house doing noth- 









a a 


ing, really. The first game was just 
something to do; it had this little 
chap going around a supermarket 
killing zombies. 

Lisa: He had to rescue little girls 
from the zombies, and when they 
were saved they said “My hero,” and 
that’s where the speech first came in. 


all] cor if hee YoU 1a 


Lisa: A few people didn't believe that 
it only took that long, but it's true. 
There are only two of us, though, 
which we find pretty good because 
we can nag each other to get things 
done. | remember writing one of the 
levels four times, because every time 
| showed it to Paul he didn’t like it. If 
there had been more people working 
on it, the chances are it would have 
been more complicated, and we 
would have had trouble getting it 
out so quickly. 

Paul: tt works the other way too — 
Lisa doesn't know the limitations of 
the machine, so when she's design- 
ing she often comes up with things 
we can't do. 

Lisa: I'll say “of course you can,” or 
something, and then he'll give it 
another go — because he doesn't 
want to lose his macho image! 

Paul (laughs): Have | got 
one? I'm only four foot nine’! 

Paul: We were very lucky, 
| because we teamed up 
with Camel, the marketing 
group, which has taken us 
under its wing. It's like a 
father figure, in a way. 
because it's done all the 
hassly things that we 
would have had trouble 
with — and if we had 
done them, we certain- 
ly wouldn't have got 
this far. They're acting 
as our publisher, but 
because they are 
| strictly a marketing 
group they've said 


ae here,Paal: 

usually agrees with me". — fs 
1S an annoying 
phrase from the 
Prince of Valhalla, 
talking star of the 
“world's first speech 
adventure.” Andy 
Nuttall talks (with a 
limited vocabulary, 
naturally) to Vulcan 
Software, and finds , 
that the days of the cot- 
tage video game indus- 


Paul Carrington... 
knee-trembling 
four-feet-nine 


try might not be dead nce < 
after all. machismo. 























































ete we co, they!) put out. 
We ve not wer any contract what- 
spewer wath them. so if we turned 
to the anc sad “we're not doing 
ts ay core * then they would be 
[oer “Sacooy wrth that. 

lee Came gc used to dealing 
eeth the mass media, rather than 
eet te Amege magazines which 
=e Ge curseves, +0 they've got us 
om to the 29 Breakfast, and Paul 
as bee eterwewed for Gimme 5 
om the telly. And newspapers, as 
a=! — both the Daily Mirror and 
the Sanciay Post are featuring Val- 
halla. They seem to be a company 
eth drive and ambition, and it's 
good to work with them. 


u t k that if you're deter- 
TSEreo. Wiial ow’ ¥eE done is Pas iy? 
Lisa: Yes, I think $0. You need to be 
ambitious, and you need to be 
pretty thick-skinned — because 
when you get knocked back too 
many times you might just give up 
and get a job — but if you are both 
those things then you can definite- 
by do it 


re 


r games have influenced 
Paul: We looked at as many other 
games as we could, and found that 
many of them go for really pretty 
Graptecs above everything else. You 
sometimes get games with as many 
#3 73 disks of graphics. | thought 
wed do the same thing but with 
speech — minimalise the graphics, 
get some Gecent gameplay in there, 
bwt — and here's the difference — 
we weed speech to the full. 

isa: After the zombie game we 
Started one called Orpheus — 
Gased on the story of er... Orpheus 
cumousty — which was too compli- 
cated for floppy. (Honey-voiced 
harpest of Apollo and ex-Argonaut 
Orpheous, 27, charms melancholy 
Mester of the Underworld, Pluto, 

emrmortal) into releasing his missus, 
gorgeous, snakebite victim Eury- 
Gee, (96-24-36) for a bit of extend- 
ed R44 in a popular Greek holiday 
resort. “Okay, matey” says the wily 
ruler of Hades, “but you can't look 
at your the babe until you're back 
top-sides. One peek and the chick 
stays dead”. Randy Orpheous fluffs 
this simplest of conditions, and is 
forced by stony-faced immigration 
officials to cross the Styx without 
he ofc Ledy. Later, mad with grief, 
he unwisely snubs the Thracian 
Women. who tear him to pieces in 
# Bacchic orgy — or something. 
Probably — Harry). 

"aa Orpheus was to be an 
aQveriure wrth graphics in the style 
of Srmon the Sorcerer. We rendered 
Se estenors of buildings, though, 
= amen you walked inside they 
cooted beautiful. If we tried to 
cam that on disks, we'd be looking 


= 


“Come on Paul give us a drag”. 


at 10 or 20 of the things. So we'll [7 


probably go back to that if the 
CD32 really takes off. 


Did Orpheus 
Paul; He said things like 
“Hello,” and “I've got it,” but 


have speech? 


we left the project at an early al! 


stage. Because we couldn't 
progress any further, we 
decided to use the speech 
routines for a new game, 
and bring it out as a speech 
adventure — and that 
turned out to be Valhalla. 


Have you played many 
other adventure games? 
Paul: | liked the Delphine adven- 
tures — Cruise for a Corpse, Oper- 
ation Stealth and Future Wars — 
but | did think that the text limited 
them a bit. And Monkey Island, 
too. They were great games, but | 
could never really lose myself in 
them. If you can imagine those 
with full CD-quality digital speech, 
then they would be superb. 

When you bought your Amiga, did 
you intend to program on it? 

Paul: | didn't actually buy it. When 
I went to college | had a flatmate 
with one, and | saw, erm... Deluxe 
Paint 2, | think it was. That was bril- 
liant — | couldn't believe that you 
could do that on a computer, 
because I'd always been interested 
in drawing and painting. Anyway, 
we had a fire in the house and lots 
of things were burnt up. The Amiga 


Lisa Tunnah... 
gorgeous, pouting, and 
unbelievably well read. 
was only slightly damaged, but | 
convinced my friend that it was 
knackered, and that he should claim 
another one from his insurance. The 
minute he got it, | cleaned it up a 
bit, and it worked! I've had it since 
— in fact, that’s the one we wrote 
Valhalla on. 
You must have had a hard drive 
though, surely? 
Paul: We had one of those Com- 
modore, er, A590 things. Or was it? 
Anyway, it was a 20Mb hard drive, 
and it was completely full up way 
before we finished the game — so 
it wasn't really much use. 

Lisa: Now we've got an A1200 
with an 80Mb hard drive. Hurrah! 


What's next, after Valhalla? 
Paul: Well, it’s an as-yet-untitled 
adventure... 

Lisa: Ooh — | thought of a 
name! 

Paul: What? 

Lisa: Sons of 10. Spelt §.0.N.5. 

Paul: Hmmm. | like Drogons, 
myself. It's a tribe. 

Lisa: Dogons, you mean. 

Paul: Yeah, Dogons. A tribe of 
people who believed there was 
another race on, um, Sirius B. They 
lived, oh, way back, and they wor- 
shiped these people from a star 
which wasn't actually discovered 
until 1970! They said that the race 
came down and visited them dur- 
ing the early years of their ‘being’. 

Lisa: They had the solar system 
mapped out in their rugs and 
things, and there was a star next to 
Sirius B. But of course there wasn't 
at the time — or at least, not 
according to the astronomers, 
Then, years later, |O was discovered 
near Sirius B, in exactly the 
place the Dogons 
said it was. 


What's Dogons, or 
Sons of 1O or whatev- 
er, going to Ss about? 
Paul; You control an 
entire race of beings. If 
you can imagine Lem- 
mings, Deuteros and 
Elite all mixed into one, 
that's what it will be like. 
The beings.will be pretty 
independent and human, 
wanting holidays and food 
and things. As well as a 
strategy game where you've 
got one purpose — to come 
| from Sirius B and return to 
your home planet — it's pret- 
ty genetic. For example, a 
being could go on holiday to 
another planet and breed with 
the indigenous race, which 
could give rise to a new type of 


4 | offspring. 


Are you going to stick with AMOS 
for your next game, or learn a 
more powerful language? 

Paul: The next one will be written in 
AMOS5, but the first thing I'm going 
to do when we get some cash is to 
buy a C compiler. I've no idea 
where to go to actually learn it, but 
I'm going to have a go anyway. | 
might take a year out, or some- 
thing, to learn one of these hi-tech 
languages — maybe machine code 
— because for some things AMOS 
just isn't fast enough. | got really 
insecure at one stage because | was 
writing in AMOS Pro, thinking that 
other people in the industry would 
laugh at me. Then | realised that it 
doesn't matter what the game's 
written in, as long as it’s good... 
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ou may not know this, but 
every game that's ever deliv- 
ered to The One for preview 
is accompanied by a stream of quotes 
q from PR people, programmers and 
» producers extolling its virtues. 
oe it comes to the review stage 
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we offer our tuppennies-worth 
: (and sometimes as much as five 
_ | new pee, depending on the 
' Mee ros so a Work In 
Progress is the only 
4 chance a softie has to 
+ get in a few choice 
words about their lat- 
est and, invariably, 
greatest ‘product.’ 
Most of the 
time we can 
trust these — 
ai | people to 
ae: be rea- 
| St. sonably 

— honest. No, 
really. If they have a 
good game, they say so 
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= it’s not so hot then, gener- 

| ally, they simply skirt around 
‘ the bad bits and highlight 
— the plusses, such as the quali- 
meee ty of the licence or the number 

Sea of sprites on-screen. 

Some games, though, as 
we've found out, have very few 
good points. For a game to be 
successful it's important for the 
4 softies to get as much positive 
a coverage as possible, Some PR 
‘people can (and do) take advan- 
tage of us (sob!) and stretch the 
truth or, occasionally spread a few 
outright porkies. Not that they all 
do, of course. 

We've reviewed plenty of poor- 
quality games in the past, but there 
are a few which were particularly 
awful. So, we thought it might be 
fun to exhume five particularly 
whiffy WiPs and recall what inter- 
esting stories featuring our old 
friends Mr Cock and Mr Bull the 
softies told us before the games 
were released. 


LAST ACTION ZERO 


First up we have the obvious one; 
Last Action Hero from Psyqgnosis. 


a a a ae I a al ee el ee ee 


a a a 


-_——_—- 


ee ee 


| 


Se 


oi ls 


LAr 


mare | Nuttall points an accusing finger at some naughty games 
producers and claims that their pants are most definitely on fire 
and that, more damningly, their noses 
have been favourably compared, lengthwise, 
to a telephone wire. 
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ferent enemies, a decent backdrop — all the makings of a decent bea? * 
‘am-up. It may have been, in fact, should Psyqgy have remembered or ro 



















in any gameplay... 
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kill all-comers using one punch all contribute to 
Pe mee ee 


Most of 
these 
games, 
you will 
probably 

» notice, 
- have some- 

thing to do 

with a license 

— whether it be 

a big-name film or a 

coin-op. Hero, and its twin brother in 

Cliffhanger, were curious releases 

simply because Psyggy didn't really 

advertise their presence. They simply 
relied on the licences and previews to 
sell the games. 

In the September 1993 issue of 
The One, Tony Parkes of Psygnosis 
enthused: “Looking at the film | think 
you would agree that it's fairly 
action-packed. We therefore attempt- 
ed to capture that using a beat-'em- 
up scenario.” Highly commendable, 
then. In the review some months 
later, however, we said: “It's not so 
much a game as a test of how long 
you can hold down the fire button 
without falling asleep." Action- 
packed? Do me a favour. 

But that’s not the end of it. “Obvi- 
ously there are going to be compro- 
mises made on the Amiga version,” 
fudged Tony, desperately. Oh, that's 
all right, then. At least they recognise 
that the game might not be so hot. 
“The Mega CD has over 600Mb of on- 
line storage so something's going to 












have to give way. | don’t believe that 
this will necessarily affect the playa- 
bility of the product, both of which 
will, | believe, be great pieces of com- 
puter entertainment.” No, Tony! 
What are you saying? Just as you 
seemed to be getting away with it... 

On a roll, if a distinctly cheesy one, 
Tony finessed with a classic piece of 
jiggery-pokery: “The larger-than-life 
action and the use of humour 
throughout the movie make Last 
Action Hero an ideal game vehicle in 
terms of both plot and mood... it's 
not a case of drop the licence onto a 
game that has only a tenuous con- 
nection [with the original].” Com- 
plete and utter humbug. 


OOH EURO AWFUL! 
“When designing European Rampage 
we tried not to really take much 
notice of the original WWF Wrestle- 
mania game,” said Paul Walker of Arc 
Developments in December 1992. 
“We just decided that we were going 
to do a wrestling game and then 
worked out how we should do it. 
And | think we've come up with the 
best game possible." 

Later, in The One's review, erst- 
while Dep Ed Gary Whitta disagreed: 
“The result is a game which, though 
very different in look and feel, is only 
marginally better than the awful orig- 
inal. Gameplay is not European Ram- 
page's strong suit.” And neither was 
anything else, it seems. 
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oe m European Rampage?" ~, 
ae loads. Cortes 1 
° go into here, 

sarmimg to mind ere, becausl” again, 
come review time, Our Gaz cage. a 
atterent xt opinion: “The graphic artist 
Geserwes credit for getting the midget 
sartes to resemble their namesakes, 
owt they have no character or weight 
2s they drift around the ring like 
n=ects from a Holiday On Ice special." 


Ah. the aroma of smouldering pants. 
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Tee first WWF licensed game was 
sec. causing much derision (and 
=erth) throughout the computer 
meustry. $0 what does Ocean do? It 
makes a sequel — and it's this. Still, 
people keep on buying the damn 
things, so as long as that happens... 
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wo candidates for The 

) e Celestial Pie, )CE's 

} is, nonetheless, rub- 


ou'd expect, though, that 
didn't ‘stop Simon Fox, one its pro- 
grammers, offering us a bite of his 
hokum sandwich last August: “Total 
Carnage really is mayhem on- 
screen.” Hmmm... 

Mistake number one. Although 
the game really wasn't in any fit 
state for questioning at the time, the 
boy Fox obviously underestimated 
the scale of the task of converting a 
major coin-op to the Amiga. 
Later, in his review, 

Lord Simon Byron 
opined: “For the 
most part, 
a__itypical 
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game is mind-blow- 
ingly unexciting.” Not 
“mayhem,” then. 

Back in WiP land 
the clever Fox was 
determined to con- 
vince us that, ulti- 
mately, he would pro- 
duce the coin-op 
conversion of the 
decade. “Converting 
all the graphics has 
been a mammoth 
job,” he reckoned. 
“The original graphics 
were in 32,000 

colours, so we have had to make cer- 

tain that the Amiga version 

is very faithful to the 

original but with a 

maximum of 256 

colours.” 
Hmm... the 
last part oe 
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Now and again you get a good bit, 
like this. A big, exciting-looking tank 
trundles on, with a big, exciting-look- 
ing gun on the top. Ultimately, 
though, the game is neither big nor 
exciting. As you may have guessed, 
again. 

Again, in his review Simes disagreed: 
“The version we reviewed is A1200- 
although you wouldn't notice 
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“| don't 
mind being compared to Ocean's 
i game," said Denton Design's Jon 
Heap of the original Batman game, 
which had been released two years 
earlier. “It's inevitable — but | think 
ours will come out on top." Wrong! 

The Earl Byron, The One's resident 
Editor and Batman gourmet was firm 
in his criticism: “When you consider 
that Ocean’s conversion of the first 
film was infinitely more playable than 
this (and it had 3D bits in it), you have 
to question the sanity of those 
responsible for messing up Batman 
Returns so badly. This film conversion 
is nothing short of crap.” Oh dear. 


SPACULA, MORE LIKE 
As always, it's good to leave the best 
until last. Even though Psygnosis’s 
Dracula licence is by no means the 
worst game ever, the WiP, dated Jan- 
uary 1992, produced so much verbal 
diarrhoea we were literally falling 
about laughing. lan Grieve of Psyggy 
was in fine fettle that day. ; 
“It's only fair to produce a licensed 
game which is a decent representa- 
tion of the original product and not 


pretty blatant hogwashing: 






Et to notice about Dracula is that — 


— la rr 
though (ie when 
Pai es i 


simply a sdatiorm 

game with modified 

graphical characters,” 

he wittered. Hmm... 

perhaps his head was so 

buried in ‘product’ that he 

didn’t realise what he was say- 

ing. But don't take my word for it; 

listen to David “ex-Editor of The One" 

Upchurch’s withering criticism. 
“Change the graphics and this 

could so easily have been a poor 

Shadow of the Beast clone,” he said. 

Strike one, Big Dave. 


Towards the end of our preview, 


like so many others before him, lan 
turned to the PR Dictionary of Hyper- 
bole to, er, describe his forthcoming 
epic, producing one of the finest 
combinations of flim and flam ever 
likely to ‘grace’ these pages. 

Yes, just as Van Helsing feared, the 
Whitby Impaler had transmuted into a 
vampire bat. Oh, there's another. And 
another. Oh, dear—itseems —__ 
that Psyggy got the num- 
bers wrong. Or some- 
thing. And the 
severed hand? Now 
that's straight out J 
of The Addams 
euniiy a 





yes, you guessed it — it has 


‘great graphics. Just like Batman Returns, in fact. Now, I'd like to be the 
fast person to say that the old Psygnosis reputation has returned, but... 
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..the gameplay is annoying because 
the characters are samey. Ah, when 
will this list end? Er, here, actually, 
because we've covered everything. 
Oh no, | nearly forgot the music's 
dreadful too. 


game's an exten- 


sive action odyssey,” he gushed. Bit. 
tautological that, surely. But Grievsy 
isn't done yet: ‘One should be careful 





not to patronise the pote 


chasers of CD-ROM products as these | tom 
games will lift video gaming froma | 


childish pursuit toa sophisticated and 
intellectually rewarding experience.’ 
Er... yes but back to Dave for the 
coup de grace: “The stake through 
this game's heart. is that the task of 
hunting down the coffins is plain bor- 
ing, and is made even more so by the 
laborious trudging back and forth 
= _ through the levels you have 
q to do.” 


, AND 
™ FINALLY... 
: Er, that's it, ae 
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what about upee Sports Challe ng 
Well, yes there are — plenty of the 
in fact. But as | said at the out 


“The 


you can decide for yourself!” 


them somehow, | suppose — — but 


‘pounds. So, if you fancy a couple 
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| PACK OF 
/PORKERS... 


“In the case of Last Action Hero 
third party agents (read: Arnie 
— Andy.) had so much input 

on the game our hands 
were tied,” moans Mark 
Blewitt of Psygnosis. “No 

guns, no Danny Madigan, 

and we couldn't allow 

a i the main character to 
; attack unless provoked. 
= These restrictions really 
=! limited the game: Danny | 

_ Madigan was central to | 

| y the nr 5 = niet a 


up.” Okay, fair pine st , 
did it have to bea be 


“But are L 
Dracula really as b 


! licence, 1 | would have | 


made out? ashe Maa 
Psy nee ae ve I, yes, act 


both g games to eae ad- 
ers who write in to The One. So, 


Well, they have to get rid of 





hey, this is a serious offer, with | 
prizes worth, ooh, hundreds of | 


of boxes of air with two disks in 
them, write in to: Please Send Me | 4 
a Crap Game, The One, Priory | 
Court, 30-32 Farringdon Lane, | 
















pants gets the, er, g 


We One for Amiga ty 
Games. And we | 
we'd just started to _ 


most softies, including those we've || 


bound in the stocks in this article for 


_a bit of the old rotten-tomato-throw- 
ing, are as honest about their prod- 






ucts as any other major industry with | (2 ; 


profits to mind can afford to be. So | 


along with the shining lights and | | 


teacher's pets we will always get a |, 


few bad eggs and I'm sure that | ,aae 


before too long some PR bloke will J», 
open his mouth and put his foot in it. 


Once again. Ho hum... 
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fo manic, fake you deep into the heart of this sci-fi 
MA ey 


EPIC - a masterpiece of software 
engineering. 
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een 


ere me ieee impressed us with | 
itations of the A500's 


Pat Cot rm vil relative e 
to programming skill, 
aT) tells aT 


he good thing about popular J 

RO CeCe ecm rlce 

Ey ete ENT erte ny 
LS ae Uae pro- 
grammers have to try harder to 
es ee eh Rea 
the end of the 2X81's life, some 
games were producing — albeit lim- 
ited — sound, and Pelt which 
were comparable to the Spectrum's 
(ts) a ee 
course). Unlike the fly-by-night tech- 
tel Csre mM Ute Pee Lured oh) 


CTU a Le ea (| mel ha 


Cem eee re of years of 


release), sae Uae) has remained the | 
CMU RC ae cea 


eight years, giving programmers the 


opportunity to push it to its limits. | 
The quality of Amiga software is | 


improving all the time. Within the 


last six months we've had the amaz- | 


ing Stardust and the breathtaking 
a ee sls) 
never have believed that the Amiga 
would be doing the kind of things 
those two games do. But if the hard- 
EE Mee Cee me nea 
Weber UR ee ced 
grammers producing this kind of 
thing from the start? Abh... 

eel ele ms) cui arr ae 
The sign of a good programmer is his 
ability to come up with increasingly 
different ways to utilise the technol- 
ogy available or, failing that, trick- 
ing the public into thinking the game 
is doing something it’s really not. 
Now we're not for one moment sug- 
gesting that any of the programmers 
who produced the games in this fea- 
eae me ame lcs] 
caer eT Mars] el tse) 
TAR be Ree 
ated — and the jiggery pokery used 
to pull off some of the more impres- 
ee 

Graftgold’s Andrew Braybrook 
ee a 
programmers are getting up to and 
spends many an hour trying to work 
out how things are done. And he's 
Tae Meena alla ee 


~~, tell you. Here, for your entertain- 
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\ ment and delight, are some of 


| we his top programming tricks. 
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Mandy offered Raoul some more snuff. 


Peele acorn ec nits 
ously animating parallaxed back- 
eae Cee tel sl ua 
past have constantly belittled the 
Amiga, saying that parallaxed back- 
grounds were just not possible in 
Pe ee eee ee 
so how did Terramarque manage it, 
CREM Teel mr uel 
CTD Cet Ole lee) sea ee 

“Elfmania is throwing a lot of 
a Memes lel elias lel hg 
it,” states Andy. “It's all running in 


32-colour mode, with parallaxing, sil- 


houetted backgrounds. But if you 


Jook carefully, the animated back- 
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going on — so the waterfall stops | 
falling [making it merely ‘water’, | 
then? — Simon.) — until the proces- 


sor has time to catch up. It’s the kind 
eM Rl Ream celle Rg) 


you're playing the game, which 


eames errr) tala os 
Tee Nc mal a Lee) 

hasn‘t anyone thought of this trick 

Dre EM ert programmers tend to 


only put things in which work all the | 
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effect was worth it. There's nothing 
wrong with that: the fact that it 


works sometimes is better than not 


having the effect in there at all. 
“Another sneaky thing they do is 


with the coins. When they appear 
| they're all flashing and you think 
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cunning because you only have to 
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rest of the watching world with its 
gob-smacking tunnel sequence. In it, 


| the display follows your ship from 
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“Because it scrolls around, the first 
time | saw the tunnel sequence, | 
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thought the game was continually 
changing the Pe a eu 
screen moves,” admits Andy. “It’s 
not. But because you want to believe 
eee 1) Cyst TET stom Lg 
UT Ll Cae MC a 
thought: ‘how on earth are they 
doing that?’ 

Ppa: lls le] select Bares lel Sh 
the tunnel sequences is create a 
eet lett ls oe Maal Be 
two by two screens big, Shs eT 
CCR Re Rta 3] far 
through the images — Tad eT 
would do in DPaint — - the impression 
of a moving tunnel i i arte Eure) 
Sere Ee Ue Lee ae) Fa 
Meta mee i Ee display, 
Bloodhouse scrolls them up, Chae 
aaa are aaa) make you think that 
tees stoa el me changing. a 

Deere ura elts tee mete) 
ey eee es ah mode to 
create the tunnels. Ue tatty 
am Me et 
itself — we all know how to do it — 

but affording the amount Sa Crt 
ory to put those images into a ie 
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|impetuously, Darren attempted to remove the spaceship from t the e tumble drier. 
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GALACTIC 
Stavros Fasoulas 
We gave ths game away back in Jan- 
eary — and what a groovy little 
ae 
ee a ce) oe 
Gown racer, 2s we reported a couple 
of months ago) coded the specially- 
remmmed wersson for us, which quite 
enpressed young Mr Braybrook, our 
techrecal guru. 

Se ee es ae es 
Ts rumming the main game in 32- 


colour mode, and you can't have a 
dual playfield in that many colours 
idual playfield, by the way, is the 
process of overlaying two complete- 
‘y independent screens on top of 
each other, allowing you to manipu- 
tate both of them individually]. So 
t's surprising to find that Stavros 
Fasoulas has got 16-colour text run- 
eRe ee 

“To do this, he’s using one hard- 
ware sprite and multiplexing it 
across the screen width-wise. I've 
seen that effect before, but what you 
tend to get is a repeated pattern 
because you can't change what the 
sprites say midway along the line. 

“So he's loading the sprite data 
from the copper list. Because each 





Cate Meee yd ea 
imagine how many are on-screen. 

“You'll also notice that the game 
is on a black background. This is so 
he can put the in-game sprites on- 
screen in a slightly ‘cheaper’ way, 
without having to worry about what 
he's rubbing out. This affects what 
happens when two sprites occupy 
the same space, but the game is 
designed in such a way that when- 
ever two sprites meet they change 
into samething else. 

“| think Stavros sat down and 
designed a way to make his sprite 
ee eee easel sls) 
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TURRICAN 1 & 2 
Rainbow Arts 


Factor 5, the development team 
behind the Turrican trio, has always 
been admired for its programming 
trickery. All three games have 
lace et 
of which baffled experienced pro- 
grammers. No so our Andy... 
“Turrican was the first game | saw 
which was running in fifty frames 
and throwing around quite a lot of 
stuff. At one point there’s a giant- 
Prieto R mee lis me ml 
screen, But if you look closely you 
notice that this particular object isn't 
running over anything in the back- 





Malcom promised to lend the Bladderwrack his favourite table lamp. 





Ue a Me Lae ae elt Com cee Dee 
Turrican 7, there's a huge fish which, 
Fl ESR date 
you'd have difficulty moving. Turri- 
can manages it by craftily fading the 
sera dees] ie S amet t ee i 
tee eee ta te 

Beem ele ee 
very large guy in a space suit which 
Fett emi e) Cette mle ra 
people thing it’s a huge sprite — but 
they’re wrong. The only way the pro- 
Te ieee sR Coe 
moving object so large is by making 
Le eit ee eee Sai 
the game, your character is standing 
MA Let ce em eee 
‘background’ objects as they would 


| have been earlier on, they're sprites. 


So the whole thing has been 


reversed. It's very cunning.” 


AGONY 


Psygnosis 


PMR ieee eC mea 
Wee Mat MMe te Meee esate] (| 
win awards for its sonics as well as 
its unquestionably beautiful graph- 
Te eee eee ea led 
dar Mele Mt 

“Agony is so pretty,” muses Andy. 
“The main character, the owl, is espe- 
cially lovely. But the clever thing 
about Agony is its three layers of par- 
allax. The dual playfield mode will 
give you two layers, so to get the 
third layer they've used a hardware 
sprite — which | think is only drawn 
in three colours — and multiplexed it 
horizontally. Then they've used ver- 
tical colour shading to make it look 
Tiree is CMe ecm lel a 








. Wisely, the owl always avoided flying with pink elephants. 
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robably the only game to 

have been released on every 

CD format going, Microcosm 
didn't half get some stick when Psyg- 
nosis released it last year. Out first 
on the Japanese FM-Towns comput- 
er, and then onto the Mega CD, it 
was both lauded for its graphical 
beauty, and slated for its lack of 
gameplay. For the later release on 
CD32 and PC CD-ROM, the conver- 
sion house, Psygnosis London, noted 
some of those criticisms and man- 
aged to improve on them; creating a 
game which still wasn't perfect, but 
at least it was playable. 

Microcosm CD32 went on to sell 
some 20,000 copies, an unprece- 
dented success when you remember 
that there are only about 40,000 
CD32 units in Britain. Psygnosis was 
buoyant about the sales figures, so 
naturally when the sequel began 
development, a CD32 version would 
soon be on the cards. 

Now Nova Storm, or Scavenger 
4 as it was previously called, is 
on sale in Japan on the FM- 
Towns. The Mega CD version 
is just weeks away, so Psyg- 
nosis has begun the long 
conversion process to the 
Amiga CD32. 


Psygnosis London is a 

branch of Psygnosis (curi- 

ously), which is dedicated 

to producing CD-ROM prod- 

ucts. Its building is filled with 

all sorts of hi-tech wizardry, 

from Silicon Graphics worksta- 
tions (the ‘must-have’ machines 
for CD-ROM development) to 
machines which actually make pro- 
totype CDs so the developers can 
test them. 

And it’s only a five-minute taxi 
ride from The One, of course... 

In one corner of the room stands 
an FM-Towns machine, on which the 
finished version of Nova Storm is 
running. The introduction sequence, 
in the style of Microcosm's intro, fea- 
tures a few real-life digitised charac- 
ters overlayed on a computer-gener- 
ated background. 

“These are the programmers and 
artists of the original game," laughs 
Richard Weeks, assistant program- 
mer, pointing at the screen. What, 
no ‘real’ actors? “It's no good 
having proper thespians in these 
things, because it just looks so 
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Come on, let's play pretend: Microcosm did have loads of really 
varied gameplay, the graphics were terrible and England did win 
the World Cup. Andy Nuttall finds Psygnosis putting all insulting 
‘all slot and no gameplay’ gibes out of its head as it toys with the 
potentially ground-breaking sequel... 


Nova Storm 
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Psygnosis London: 
Stuart Sargaisson (lead program- 
ming); Richard Weeks and Pete 
Marshall (assistant programming); 
Kevin Collier (Music); Mike Simp- 
son(producer). 
March 1994 
November 1994 
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corny,” he 

smiles. “Mindscape's Mega Race, for 
instance, has an actor | recognise, 
and he just looks stupid.” He said it, 
Mr Mindscape, not me. 

You're safe however, dear reader, 
because the perhaps ever-so-slightly 
“corny” Psygnosis employees aren't 
to be featured in the CD32 game. 
Call me naive, but | wondered why. 
“Because we don't like the intro,” 
says Pete Marshall, another assistant 
programmer, frankly. “We'd rather 
not have it in our game. And any- 
way, we're making our own proper 
intro, using a decent mix of comput- 
er graphics and live animation. We're 
getting a celebrity in to do the voice- 


4 *’ e _ 
i, 


overs too, hopetully,” 
he boasts. “But not any 
acting, of course,” he 
stressed needlessly. 
Although Nova Storm is 
the sequel to Microcosm, it 
takes on a completely different 
scenario to its predecessor. “It's 
based in the same solar system,” 
explains Pete. “There's a computer 
system which has gone completely 
haywire, and taken over the defence 
machines in the galaxy. You're taken 
on to go in and blow the hell out of 
them, and put the computer back on 
its tracks.” A familiar storyline, and 
in some ways a familiar game, bear- 
ing more than a passing resemblance 
to Microcosm. 

“It's an all-out shoot-'em-up,” 
enthuses Richard, “No-holds barred. 
it was designed with certain other 
into-the-screen shoot-’em-ups in 
mind, and we've improved on them 
where we can.” Using my special 
investigative journalistic powers, | 
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manage to persuade Richard @& 
reveal which game was the mow 
inspirational: Starfox on the Supe 
NES. “We drew a lot of inspiration 
from Japanese Manga comics too” 
comments Pete, “especially the time 
exploding-city scene from Akira.” 


Unlike Microcosm which has grap 
ics made up from “looped straights 
(the same piece of animated bac® 
grounds played over and over to gn 
the impression of distance, appar 
ently), Nova Storm features a l@ 
more graphics. It will probably bes 
two CD game, in fact, because you 
couldn't fit all the graphics on om 
CD. “If you're using a CD, you can @ 
half a Gigabyte of graphics on it” 
says Richard. “What you don't wart 
to do is put an average, say, platforms 
game which you could store in 1M® 
onto a half-Gb disc. The idea here © 
to totally use the CD — fill it wit 
music, fill it with graphics. Admat 
tedly, some of the first CD game 
didn't have much gameplay, but it 
getting better. As time goes on, the 
games will improve.” 

When the boys were developing 


Microcosm, it was the first time am | 


of them had written an Amiga gam 
“For this we've seriously improvet 
it,” says Richard. “From 16-colouret 
backgrounds on Microcosm, to & 
with Nova Storm. We're learning 
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“This is you, the scavenger ship, in a cut scene,” explains Richard. “At 

one point in the desert stage you get a ee ee ee 
image. Because it's an eclipse, the graphics are quite dark — and you get | 
this nice effect of light shining through the grid.” 


= 


new tricks as we go along. For 
instance, now we've got the main 

landscape animation running on 

the CD32, we're trying different 

techniques to get the most bad- 
dies on the screen at the same time 
without any slowdown." 

A trick they discovered for Micro- 
cosm, we can reveal, was to switch 
some of the vein graphics upside- 
down to create the effect of a com- 
pletely different set! “It looked as 
though there were an awful lot more 
animations than there actually 
were," says Pete, “And nobody said 
a thing. With this we can’t do that, 
obviously, because it's a planet sur- 
face so you can't really fly under- 
neath it! We are considering certain 


other tricks, 
though, to create 
more on-screen 
sprites.” 

“Ir techie- 
speak,” Richard 


explains, “there's a 
mode on the blitter 
[the Amiga chip 
which moves 


It's no good 
having proper 
thespians in 
these things 
because it 
just looks so 


neat 
tool which 
makes our lives 

easier,” says Pete. Silicon Graphics, 
incidentally, is the computer system 
which the original graphics for 
Microcosm and Nova Storm were 
rendered on, as well as the effects 
for films like Termi- 
nator 2, The Abyss 
and Jurassic Park. 
Pete continues: “It 
takes the original 
graphics, and con- 
verts them down to 
the number of 
colours we can dis- 
play on a particular 


things around on- corny format. Soa with 

screen] called ‘blit- Richard CD32 Nova Storm, 

ter nasty,’ which Weeks we took the graph- 
Psygnosis, London 


enables the blitter 
to run much more quickly. But it 
doesn’t work with the CD on at the 
same time, you see, $0 we didn't use 
the mode in Microcosm. When we 
thought more about it, we realised 
that the CD is off for half the time 
anyway, which means that it 
wouldn't interfere with the blitter. 
So now, we can switch the blitter 
nasty mode on for half the time, 
which will make for some frenzied, 
action-packed blasting.” 

In addition to new tricks, Stuart, 
Richard and Pete are using state-of- 
the-art computer equipment to 
speed the conversion process along. 
“The Silicon Graphics machine has a 


ics which were ren- 
dered in thousands of colours, and 
the Silicon Graphics whips them 
down to 64 colours in real-time — 
saving the job of doing it all frame 
by frame.” 


The large number of colours needed 
for the background doesn’t leave 
much of a palette for the ship sprites 
— just 13 or 14 colours in all. This 
might be reduced even further, 
though, as Richard explains: “We 
need at least one colour for the laser 
weapon, of course. The chances are 
it will only be one colour — say, yel- 
low or red or something — but even 
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After the bodily enemies of Microcosm, the graphic artists had a tough 
job coming up with new ideas for the spaceships in Nova Storm. After all, 
space games have been done before, so originality was always going to 
be their biggest problem. 

Each ship is animated so that it can move anywhere on screen and still 
remain in perspective. With the number of the ships touching, ooh, loads, 
that means there are literally hundreds of animation frames. That might 
not sound many compared to the thousands ina football game, say, but 
when you think that the rendered graphics are flying past at the rate of 
about 16 frames per second, it suddenly becomes damned impressive. 

Anyway, we can't show you them all, but here are a few to whet your 
appetite for things to come. And to fill up a bit of space. Boom Boom. 
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then it doesn't leave many colours 
for the foreground objects.” Still, 
with roughly four times as many 


colours as Microcosm CD32, there | 


shouldn't be too much of a problem 
getting it to look good. 

There are to be five different 
worlds in Nova Storm; Volcano 
World, Desert, and, er, some others 
which Pete and Richard can't 
remember. “Each level will be huge 
— there are around 60,000 frames 
of graphics in total, which translates 
to around 30-45 minutes of solid 
graphics,” comments Richard. Unfor- 
tunately, even with this 
amount of graphics, the player 
will still be limited in the choice 
of direction to fly your ship. 
“That's the main problem 
with CD technology — it's 
not fast enough," Pete 
admits. “All the actual 
direction of your ship is 
predefined, and that's as 
much as you could hope 
for at the moment.” 

Where it definitely 
improves over Microcosm, 
though, is in interaction 
with the landscape. As well 
as storing each frame of the 
graphics, the CD also stores a 
“mask,” which holds details of the 
height and proximity of the land- 
scape. As the game plays, the CD32 
calculates the position of your ship, 
and checks to see if you're hitting 
the surface of the planet. If you are, 
you crash — simple as that. 

“The problem most people are 
having with this sort of game,” says 
Pete, “is the stick-on effect. When 
you put sprites on a rendered back- 
ground, you can easily see that they 
are super-imposed — because they 
generally have black outlines. It's 
very difficult to get around.” It's the 
same effect as with films — you 
know the old black-and-white 
movies of the Fifties, where you see 
somebody driving a car and you 
know that the background is not 
real? Same thing, really; as soon as 
you superimpose one image over 
another, it's difficult to mix them 
together realistically. 

However, the original artists who 
rendered the Nova Storm graphics 
came up with a reasonable solution, 
as Pete is eager to explain: “With 
Nova Storm, the original artists ren- 
dered the ships and baddies as 
though they were inside each par- 
ticular level. So you end up with the 
reflections of the landscape on each 
ship, and it looks more attuned to 
the level — and more realistic. So 
we've tried to get rid of it, but it will 
never go completely.” 

Graphics are undoubtedly Nova 
Storm's strong point, but Psyg- 
nosis took into account any crit- 
icisms of Microcosm CD32 and 


huge | 
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“We've included z-depth information along with the landscapes,” says Pete, 
“which means we can actually make the land appear solid — you can crash 
into it. That adds a bit more depth to the game, a bit more realism.” 





they're intending to make the game 
as playable as possible. “We've bor- 
rowed some ideas from earlier shoot- 
‘em-ups such as Gyruss [that's anoth- 
er name for Nemesis, game 
fact-fans]," Richard confesses. “In 
Nova Storm you can pick up new 
weapons and shields to improve your 
ship, which is something you weren't 
able to do in Microcosm, and that 
was a limitation.” 

Another area-which Psygnosis is 
concentrating on is music, but for a 
different reason. After the fiasco over 
the soundtracks for Microcosm (Rick 
Wakeman or not Rick Wakeman, that 
is the question), the boys are making 
sure there are no doubts about Nova 
Storm. “The music on the FM-Towns 
version of Microcosm is by Rick Wake- 
man,” says Richard, “and there’s one | 
track on the CD32 game — if you 
play the disc on a CD player — that's 
by him too, All the UK music is by us 
here in London.” 

But the real reason they don't 
want Rick Wakeman to do their 
soundtrack? “We just don't like his 
music,” admits Richard, “and we like 
our guy, Kevin Collier, a lot. Rick's 
prog-rock soundtrack was far too 
boring for us!" 


“Trouser-wettingly 
fantastic... This is the 
closest an Amiga 
owner is going to 
get fo owning a 
- high-spec arcade 
machine” -The One 
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he cat in the hat is coming 
back! After literally months of 
doing nothing, Simon The 
Sorcerer is about to make another 
welcome return to our screens. It 
only seems but yester’een since he 
was first tugged brutally into anoth- 
er mysterious world. From the 
depths of his uncle's magic hat he 
came, ready to do battle against the 
evil wizard Sordid and take on our 
fairy tale heroes — the blaguardly 
Three Billy Goats Gruff and the tow- 
eringly rope-tastic Rapunzel. 

Since then, Mike Woodroffe, the 
man behind Adventuresoft 
hasn't rested for a single 
moment. No, no, he's far 
too nice. The second 
that Simon the Sorcer- 
er was out the door, 
work began on the 
sequel, with Mike's son 
Simon once again sup- 
plying the script. If young 
Simon has one trademark, 
it’s that he likes to liberally ‘bor- 
row’ from selected famous works. 
Just look at the Repulsar scene in the 
original game for proof. 

“Simon does this a lot.", says 
Mike nicely sipping from a 
nice cup of nice coffee, “If 
you read through our 
games, you'll = find 
quotes from all over 
the place. People like 
things they're familiar 
with. This is why Simon 
1 has been so successful. \! 
They know the story of 
The Three Billy Goats Gruff. 
They know the story of Rapunzel. It 
all works for them because it's famil- 
iar ground.” 


It's two years after the original 
game, and Simon (The Sorcerer) has 
grown up a little. Now controver- 
sially clad in jeans and a T-Shirt, and 
sporting a rather outré ponytail, our 
diminutive wiz is just about over the 
trauma of other-worldly adven- 

ture, and is beginning to settle 
13) back to ‘normal life’ when a 
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Simon The Sorcerer 2 
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(Programming and 
Graphics), Simon Woodroffe 
(Script) Seven unnamed artists 
? 
September 1994 


wardrobe appears in the middle of 
his bedroom, (nice bit o’ plagiarism). 
Naturally he’s a bit disturbed but just 
puts the whole thing down to the 
fact that his mum has the habit 
of rearranging his room |7 
without asking. He | 
climbs inside the trans- 
dimensional tallboy | 
and finds himself back |e 
in the land of er... | ly 
wandering-around- 
and-doing-lots-of- 
things-with-a-daft 
pointy-hat-on. 
It turns out, or will turn out 
(seeing as this is but a WiP) Sordid 
has returned as a ghost, (another 
original touch!) but still has all the 
necessary faculties and skills to get 
himself back to a physical 
form. All he needs to do 
is avenge his death by 
killing Simon, and to 
do this he comes up 
with this really great 
idea of using a big 
piece of furniture to 
lure Simon across the 
fabric of time and space. 
Incredibly, this fool-proof 
plan goes a little awry, and this is 
where the story starts to get a wee . 
bit convoluted. 


“When Simon arrives outside Calyp- 
so's shop in the wardrobe, Calypso 
tells him that he'll need to get some 
Mucosade [tee, and, if | might ven- 
ture, hee] to generate the 1.21 
gigawatts of power needed to get 
the wardrobe ‘going’ again.”, 
explains nice old Mikey-wikey wink- 
ing archly down at me from the 













office in his loft. "To get some, you 
have to get into the Royal Castle. The 
king is looking for a new magician, 
so he holds a competition. When you 
arrive there are all these crusty old 
wizards, and there's no way Simon 
could compete against these guys 
with their heavy-duty magic. So the 
only way to win is to cheat. He goes 
to the Street Of Traders, and buys a 





Do-It-Yourself stink bomb 
kit. Then he has to get some 
swamp stew from the 
& Swampling — who 's gone 
upmarket and opened a 
chain of restaurants called 
McSwamplings (ha-ha-ha my aching 
sides)". At this point things start get- 
ting complicated, (and presumably 
even funnier) and without wanting 
to give too much of the game away, 
a Swampling costume is made, the 
stink bomb is let off and... let's just 
say that various things are done to 
various people, and er... so on. 





We've really 
gone to town... 
we've got seven 
full time artists 
working on the 

sequel 


Mike Woodroffe 


Adventuresoft 

Everyone knows that no game will 
ever get a 100 percent mark from a 
magazine, but Mike is most definite- 
ly (and it must be said, ever-so-nice- 
ly) trying with this latest outing. He's 
taking a good hard look at Simon 7 
and the best that the competition 
has to offer. Mike reckons there's 
room for improvement and aims to 
discover that elusive something that 
makes a game ‘popular’, 


One of the first things that caught 
his eye were the graphics (and 
they're rather nice eyes too — a 
pleasingly cool shade of wedge- 
wood-blue). Although Simon The 
Sorcerer was a good looking game, 
there is always room for improve- 
ment, so Mike started advertising for 
new talent. “We've really gone to 
town,” he says excitedly, “we've got 
seven full-time artists now, after sift- 
ing through over 300 applicants 
from one advertisement. It's surpris- 
ing how you can work through so 
much high quality art, and end up 
with a shortlist of 20-40 artists, and 
then find out just how many can't 
make the jump to 
computer art. One 
bloke came in for a 
test, and walked 
out in an hour. He 
did superb  art- 
work, but couldn't 
hack it on a 
machine. We've 
brought in another 
two programmers 
to work alongside 
Alan (Bridgman). 
It's a really busy 
project!" 
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As well as having more locations and characters than the original 
game, Simon The Sorcerer 2 has large scrolling locations, such as the 
Street Of Traders, where a very large part of the game takes place. A 
elie ML Mee tele 1 esse elem elie ey 
visit can be found here, such as a Magic Toy shop, strange clothes 
shops inhabited by even stranger people, and a clown selling helium 
Srl terete O ial mms eae CORR mem DL Le 
off into the distance in a highly comic and original way. 





Another thing Mike has changed is 
the amount of time you spend walk- 
ing around. In Simon 7 you could 

cross loads of screens without 

doing a sausage. In Simon 2 
there is something to do in 
every screen, and you 
wont be left to wander 
about aimlessly. 
Simon The Sorcerer 2 
will be released at the 
end of September (all 
going well!) on all Amigas, 
with a specially-enhanced version 
for the CD32. And it looks like it's 
going to be every bit as nice as the 
first one. Yes indeedy. 


But the injection of new artistic 
talent is really paying off, as you can 
see if you look around the screen- 
shots on these pages. The game 
looks a good deal nicer than 
the original, and the loca- 
tions show more variety. 
The sprites have better 
animation than before, 
although this is some- 
thing you'll just have to 
take my word for, and 
probably the biggest visual 
change of all is the fact that the 
game now scrolls across certain 
screens, giving you a far bigger 
game for your money! Nicerama! 
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King Pin 
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In-House: Adam 
Polanski (Programming) Barry 
Armstrong (Graphics) 
April 1993 


Ithough it has been scientif- 

ically proven that I'm not in 

the slightest bit funny, | can 
still ‘cut the mustard’ when it comes 
to amusing off-the-cuff remarks. 
Really | can. Take my brilliantly 
observed witticism thrown in the 
vague direction of Adam, the pro- 
grammer of King Pin. 

“Adam, what's your surname, 
please?” | inquire, unaware of the 
gag opportunity just waiting around 
the corner. 

“Polanski. That's P-O-L-A-N-$-K-1," 
he offers. 

“Ah-ha!l" | smirk. “No relation, | 
suppose?” | am, of course, making a 
comic reference to the fact that 
Adam's surname is exactly the same 
as movie director Roman, whose film 
credits include lots of things I've 


You can even alter the weight of the 


Team 17 thinks of eveything, doesn't it? 
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never heard of. 
However, my fan-tas- 
tic remark doesn't proke the fits of 
laughter | am expecting. Even the 
studio audience installed here in the 
a, Office to bolster my rapidly 
@ diminishing self-confidence 
» remains disturbingly quiet. 
“Everybody says that,” 
Adam responds, none too 
impressed. “But the funny 
‘a thing is, I'm his second- 
Oh. 


cousin, apparently” 

So who is this ‘Adam’ geezer, 

and what has he done before? “| 

worked at Argonaut and Vektor 
Graphics, as well as a few others. | 
did some work on Killing Cloud, 
Fighter Bomber and Space Shuttle, 
among others. The first game | ever 
wrote was F714 Tomcat, a shoot-'em- 
up for the BBC Micro. It was the first 
time someone had ever done paral- 
lax on a BBC. | got damn good 
reviews for it, saying things like ‘he 
should have done this on a better 
machine’.” 

King Pin, is shaping up to be Team 
17's best ten-pin bowling simulator 
to date, er... mainly because it’s also 
the Yorkshire company’s first and 
only ten-pin bowling simulator to 
date. “It's as close to real life as you 
can get without actually bowling a 
ball," reckons Adam. “| think this is 
mainly down to the simplicity of the 
control method. You bowl the ball 
using a joystick: first you set the 
direction and power and then add 
aftertouch as nec- 
essary. Waggling 
the joystick in dif- 
ferent directions 
will make the ball 
do wondrous 
things.” 

Adam is confi- 
dent that the sys- 
tem he’s devised 
will be easy to 
grasp. “It will take 






ball if you wish. 


ee | 


| Se 


Pi 


a long time to 

farts]. 3 master but even 
05 novices will occa- 
wpa sionally be able to 
oleae amass a good 
Stitt (score. “If you're 
fortunate you 
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There are almost 30 animation frames for the bowler so she (or he) moves 
very realistically. | love these short captions. 


could probably score a strike by 
pressing the fire button twice, but it 
will be more luck than judgment.” 

Although King Pin seems com- 
pletely removed from Adam's previ- 
ous games, he has needed some of 
his 3D experience. “Having a back- 
ground in 3D games helped enor- 
mously because a lot of the maths 
routines used in King Pin have been 


‘ 4 It's as near 


to real life as 
you can get 
without actual- 
ly bowling a 


ball. 
oe 


done before. But the difference here 
is that shapes in 3D games aren't 
usually round, and round objects are 
easier to work with. For example, to 
find out how far one sphere is from 
another sphere you just take their 
two central points and measure it 
from there, instead of having to 
work out where the corners are and 
that kind of thing.” 

That said, the hardest part has 
been ensuring everything moves cor- 
rectly. “Getting the pin movement 
right was a real nightmare. Making 
them to bounce correctly and rotate 
as they would in real life cause me a 
lot of problems. It's all to do with 
square roots and lots of other things 
like that... it's difficult to explain in 
layman's terms.” 





KATR INA 
i 


aed ot 
0S 
BALL 
l2 bs 
POWER 
eee? | | | 


So Adam's calling me thick, is he? 
“Erm... not really,” he stutters. 

That's okay, then. 

King Pin's range of options is 
impressive. “We've worked hard to 
ensure that you can tailor the game 
to suit you,” says Adam, “so we've 
included every option we can think 
of. You can play with five other play- 
ers, who can be male or female and 
left- or right-handed. There are sev- 
eral different competition modes: 
single, match play, knockout, pairs, 
challenge, series. And you can even 
change the colour of your shorts.” 
Always important, that. 

With all the research necessary to | 
write a bowling game, you would 
have thought that Adam could score 
a strike every time, but this isn't the 
case. “| was a lot better before | 
started this project, funnily enough,” 
he laughs. “| suppose it’s because | | 
never had a ‘professional’ interest in| 
it, but since the start of King Pin I've 
been analysing the way other peo- 
ple play, and it's made me a lot 
worse, for some strange reason. But 
| don't care because as soon as the 
game is finished I'll be able to bow! 
for fun again.” 
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Yes, but can you run down the lane 
and kick the skittles over? | very 
much doubt it. 
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INSIDE EVERY SPECIALLY STICKERED 
LIMITED EDITION GAME PACK 














Don’t waste your time buying clothes this 
Summer. You'll be too busy playing MicroProse 
games! So, we’re giving away a FREE Limited 
Edition black 100% cotton MicroProse Sports 
Smee CRC UMC Memes el-telel mele luC Mt olelLc 
LOOK OUT FOR THEM AT THESE 
LEADING SOFTWARE STORES: 
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» horribly evident. 
hen it comes to 
Mini WIPs, it's 


W generally me 


who spouts on and on 
about products that, all 
said and done, | generally 
know nothing about. Sad | 
know, but at least I'm hon- 
est. (ahem — Simon.). 

So, | thought, let's make 
things a bit different with this 
particular WIP, and hand it over 
to someone who's actually con- 
nected with the thing (you mean 
copy out a press release — Simon.). 
And so ladies and gentlemen, I'd 
like to introduce you to Rod Hyde, 
Managing Director of Rowan Soft- 
ware; the company behind Empire 
Software's forthcoming release — 
Dawn Patrol: The First Airwar. Tally 
ho chaps etc... 

"This flight simulation is about 
the pilots, their aircraft and the 
rush to achieve air superiority dur- 
ing the First World War. Many pilots 
were real characters and they devel- 
oped a wide range of tactics — 
some very unorthodox! We've 
picked out twenty aircraft that we 
felt deserved a mention. 

“Generally when | start to think 
about a game design, I'll pick out 
two or three themes that I've dis- 
covered in my research. However, 
for Dawn Patro/ there were so 
many interesting but diverse stories 
that | decided to adopt a dif- 
ferent approach. We have . 
produced a multimedia inter- | 
active history book.” 

According to Mr Hyde, this 
interactive multi-flavoured | _ 
thingy contains chapters on | ~~ 
the history of the Great War, |° | 
the pilots and the aircraft, | 
but also contain blank pages | 
which get filled-in to 
describe the 
progress as he develops. 
“On most pages there's a | 
story which can be illus- 
trated by a range of still 
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I'm assured that this 
is not at all safe. 


images or by an animation using 
our own 3D system. Each story is 
further illustrated by presenting a 
mission which the player can mod- 
ify and fly” Ah-ha! This looks to me 
to be an opportunity to ask about 
the game itself, so...er, what about 
the game itself? (Nice technique, 
Beard Face — Simon). 

“Well Dawn Patrol is the second 


product to use our new simulation | 
system, and we've completely over- | 
hauled the landscape generator, | 


the shape generator, the view sys- 
tem, and the artificial intelligence.” 

Cheers. No really. We generally 
don't like to know too much any- 
way. Never mind, wait until 


September and all you flight sim J 


people can run to your machines 
and shout ‘Contact’! 


player's} 
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infogrames 


limey hell! The 
footy just keeps 
coming, doesn't 
it? This may sound like a 
new game, but you could 
in fact have already heard 
of it under the name Real | 
World Football. Info- 
grames has recently 
renamed it, and, feeling 
pretty good about themselves, 
thrown it out to the popular media 
along with the bold statement that 
it is “...the only football simulation 
on the Amiga which combines playa- 
bility, realism and a multitude of 
changeable parameters.” 

As with all of the World Cup timed 
footy games we've seen, Planet Foot- 
ball offers the twenty four qualifying 
teams to choose from, along with six 
other “top ranking” teams — includ- 
ing England, Scotland and France 
_ ("Top Ranking"? Shyeah, 
right). 

According to Infogrames, 
the main selling point for PF 
is the realism. The perspec- 
_ _| tive is the most dramatically 
different aspect of the game, 
offering a view from lower 
down than the norm, with a 
‘behind the man’ camera 
affair. The number of anima- 
tions has also been given a 
] serious boosting — to the 
tune of 6000, in fact — and 
couples with the camera 
| effects to offer eleven zooms 
per player for extra realism. 
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FOOTBALL 





There are 30 teams of 15 players — 
to adapt to your preferences, with 15 _ 
different tactics available to choose © 
from as far as speed, endurance, 
technique, skill, aggression etc. go. 
The footballers’ performances will 
depend on the methods of training 
employed by the player, so if you 
want you can concentrate on penal- 
ties, corners, volleys, or in fact any 
area requiring skill and expertise. 

This game is only scheduled for 
the A1200 and CD32, and will come 
complete with a top quality sound- 
track and tons of gorgeous extras — 
such as rinky-dinky sound effects © 
and, er... weather conditions. : 

As far as the other matches go, 
you can choose to sit and watch © 
while they play, or simply jump to 
the results. This may not sound too 
revolutionary, but each country does © 
play in a different way — Germany 
relying on short passing games, — 
Brazil showing high skills in ball con- — 
trol, and England being, well, crap. 

We've had a sneak preview of this, — 
and to be quite frank, it looks jolly © 
nice indeed. Keep ‘em peeled for a 
full review next issue. 
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oor old Napoleon, eh? Not 
only did he meet his Water- 





gammy arm and a dodgy hat, but 
he also ended up portrayed as a 
complete spaz in that Bill and Ted's 
Excellent Adventure film. Quelle 
Bummer. As if it's not bad enough 
having the Duke of Wellington 
shooting at you and trying to get 
his sword ‘up you’ constantly since 
about 1800, you then have to stand 
there while two plonkers run 
around in ill-fitting clothes scream- 
ing “No way", “Excellent”, and, er... 
“Dude”. Oh joy. Oh what comedy. 
Oh well, could've been worse. It 
could've been ‘Allo Allo’. 

Well anyway it isn't, it’s a jolly 
interesting strategy game from our 
old chums MicroProse, and though 
you'll find no aircraft here (just for 
a change) you will find a rather 
large amount of men walking 
around in surprisingly straight lines, 
dressed up a bit like the cast of, 
well... something that includes lots 
of people in funny clothes, really. 

Fields of Glory takes the familiar 
computer angle of hex-grid based 
board game style, complete with 2D 
top-down view, only rather than the 





P loo, not only did he have a 
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old yawn-inspiring military sym- 
bols, you're actually treated to 
brightly coloured sprites, animating 
like there's no tomorrow. (Which, of 
course, for many of these soldiers, 
may be true. The bit about no 
tomorrow, | mean, not animating. 
Er, anyway...) 

The game actually allows you to 
play four historical battles — culmi- 
nating in the big job Waterloo — 
along with two hypothetical battles 
as either the French or Allied/Prus- 
sian commander. Unlike the major- 
ity of strategy ‘board’ games on the 
computer, FOG is played in real 
time, with the action being fast and 
furious, while the control system is 
aimed at those that wouldn't nor- 
mally play such games; hopefully 
allowing the player to quickly 
respond to the enemy. 

As the ‘Iron Duke’, you can fight 
over three different sizes of map, 
and with the huge variety of strate- 
gies available to the player. It's hard 
to see the ‘think about things a bit 
before killing people’ fans getting 
too bored with it very quickly. 

Sit back for a couple of months, 
and we'll let you know what we 
think. Eventually. 
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hat with humans 
being a chronically [7 


WW short-sighted bunch 


of creatures, I'd imagine it's 
fair to say that there'll be a 
point in the future, when we'll 
have completely buggered our 
rivers with toxic waste, and 
ruined the countryside by cov- 
ering it roads, roads, bypasses 
and more er...roads 

At this hypothetical point, 
our contact-lensed eyes will lift to 
the heavens, and our surgically 
enhanced mouths will offer the pro- 
found statement, “Oh, space would 
be a good place to dump all the rest 
of our crap, wouldn't it?” And of 
course, we will. 

Jump forward a few more cen- 
turies, and suddenly we'll find that 
the universe has itself become lit- 
tered with derelict craft and radioac- 
tive wrecks, all of which must be 


| somehow cleared. Hmm, looks like 


a good scenario for a new Psygno- 
sis game. Take it away.. 
- As a member of the ‘not very 
elite’ De-Con Division, your job 
is to board these ships and 
‘scuttle’ them — a quaint way 
of describing a controlled bi- 
oxyribo-nuclear explosion. You 
don't need to worry about radi- 
ation, because you yourself are 
‘lucky’ enough to be an experi- 
ment that went wrong. You 
were meant to be the ultimate 
solder, but you ended up as a 
“| ‘Roider’ — a bit of a genetic 
~ donkey. Only without the ears. 
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hearts, biopic nerves, — 
joints and the like — all w afor-— 
tune. The only trouble is that the — 
cargo is guarded by an entire corp of 
Simskin Revenue Protection Droids, : 
who shoot first and ask. au ast : 
later. Fortunately, you yourself he 
the tendency to answer awkwe 
questions with the muzzle of yo 
plasma rifle. 

So ladies and gentlemen, Bo 
we're looking at here is a first-per- 
son perspective arcade acti a! 
in the Doom-style, comp 
teen variations of Si 
with, not to mention af 
intro sequence and atm 
traced graphics. 

Other features pre 
anti-personnel mines, § 
that Alien-like tensi 
massive levels, and 
soundtrack" — | WW 
of music can bite its nails ML 
know. Anyway, it's com 
s00n, 50 watch out! 
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ere's a quick question for 
u~ you, What's got 14 disks, 

128 colours and is on the 
shelves as we speak? Answer: noth- 
ing. Yet. But ask me that question in 
October and there'll be only one 
answer — the A1200 version of Rise 
of the Robots. 

No, really. This futuristic beat-‘em- 
up, originally pencilled in for a Febru- 
ary 1994 release, has been coming 
along in leaps and bounds but the 
delay hasn't been down to technical- 
ly difficulties or programming prob- 
lems alone. Mirage’s Julia Coombs 
explains further: “We've teamed up 
with Time Warner (“media giants”, 
apparently, who will be publishing 
the game — effectively turning 
Mirage into the developer only], so 
we've been given a considerable 
marketing budget to add to our own 
marketing resources. This has 
enabled us to create a marketing 
plan which will lead up to the launch 
date and give Rise of the Robots the 
backing we know it deserves. So the 
delay has been mainly because we 
felt we could continue to perfect the 
graphics and enhance the gameplay 
as much as possible.” 

So how has the game changed 
since we last took a sneaky peek? 
“Visually, it has changed very little 
over the last 12 months,” offers Julia, 
“but it now has a level of gameplay 
that was non-existent 12 months 
ago. We haven't had to take out any- 
thing but there are additions. Super 
special moves, for example, as well 
as new music and sound.” 

Rise of the Robots is being devel- 
oped on thirteen separate formats 
simultaneously, and all versions will 
(hopefully) be released on the same 
day, creating massive public aware- 
ness. But how difficult is it to work 
on some many versions at once? 

“Porting the information from one 
format to the another for develop- 
ment is not straightforward at all. 
The game was originally designed 
with the Amiga in mind. The PC ver- 
sion was a conversion ‘upwards’, 
meaning additions could be made. 
Problems arose with the console ver- 
sions. We weren't sure what ele- 
ments to leave out and how to incor- 
porate scrolling which isn't available 
on the PC and Amiga versions. 
None of these problems were a 
surprise, however. Inevitably 





Tl -lepdet els eh hele| slepiclelehdel-len der) 
Loe NeG 
PWwe PWe 





Throughout the game, special Bee Gees records can be discovered which, 
when activated, force the two robots to start dancing. 
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ALI the screenshots shown on this page are from the A1200/CD32 versions. 
The A500 version will be, erm... different. 


Stupidly, the blue robot had covered 
his feet in Superglue prior the scrap 
and the result is, well, embarrassing. 


The two metal mutants indulge ina 
‘who can stay off the floor the 
longest’ competition. 






with such a large number of formats 
to manage, the work load is a lo 
greater than if we were working or 
Amiga and PC versions alone.” 

The full list of planned versions is 
impressive: Amiga 500 (10 disks 
Amiga 1200 (14 disks), CD32 (1 disk 
PC CD-Rom, PC SVGA Floppy, PC VG> 
Floppy, SNES, Mega Drive, 3D0 
Game Gear, CD-i, and — get this —2 
fully-blown arcade machine! “The 
coin-op version features 256 colours 
with a 320 X 240 resolution anc 
scrolling, compared with the CD32 
version’s 128 colours and a 320 x 200 
resolution,” outlines Julia. 

So how will the A500 version com 
pare? “The only difference between 
the 500 and 1200/CD32 versions is 
the number of colours. The A500 wil 
have 32 colours but the same 320% 
200 resolution.” 

Of course, fancy graphics are one 
thing, but it's ‘playabilidee’ that 
counts, and Julia's confident that 
Rise of the Robots more than stands 
up against its competition. “The artr 
ficia-Lintelligence and complex colli 
sion tables should give it the edge on 
gameplay, as it takes the hit anc 
hope factor away," she enthuses 
“There will be a unique set of specia 
moves which will enhance its already 
growing reputation. The cinematics 
give the game the feel of an interac 
tive movie. while the soundtrack anc 
sound effects are like nothing prevr 
ously heard on Amiga.” 

After all this time, surely the 
Mirage crew must be getting just the 
teeniest, weeniest bit bored by now? 
“Categorically no!!! The game & 
approaching the final stages of com 
pletion, the winning post is in sight 
and it is coming together most beau- 
tifully. Bored? No, Excited? Yes 
Besides, there is too much work to 
do to be even remotely bored.” We 
know how you feel. 





Having defeated all the other robots, 
Sidney decided to call a load of boxes 
‘big girls’. 
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esert Strike crossed with 
Virus” is one way of describ- 
ing Zeewo/lf, Binary Asylum’s 
inaugural game. “Still not finished” is 
another. “Taking a bloody long time, 
| can tell you" is one more suitable 
alternative. Don't worry, I've stopped 
now. After almost two years in devel- 
opment hell, the main game engine is 
almost complete, and a few missions 
are up and running. But the release 
date is yet to be set. The watching 
nation needs to know: just what the 
hell's going on? 

“We never set the release date,” 
squirms Andy Smith, Asylum’s PR lad- 
die, “simply because this is our first 
game and we aren't in any real rush 
to get the game out. We're very 
aware that a lot of other software 
houses plan their whole kind of mar- 
keting strategy around release sched- 
ules. Most of these software houses 
have to maintain a certain amount of 
cash flow, but we aren't in that posi- 
tion; we don't have to get Zeewolf 
out by a particular date. 

“| suppose we hoped we'd be 
launching the game during this sum- 
mer, but it looks like it'll be slipping 
to October or November." Remem- 
ber, though, that's not guaranteed. 

“| think we were probably a bit 
naive about the timing of things,” 
confesses Andy. “We thought we had 
a pretty good idea about how long it 
would take to program the game and 
get it to a state we were happy with, 
but it's actually taken a lot longer. It's 
not so much that there have been 
programming difficulties, just things 
taking longer that anticipated. | know 
that Andy [Wilton, the programmer] 
will be programming away, working 
on one particular aspect at a time, 
say the refuelling arm. He'll assume it 
will only take a morning's work, and, 
sure enough, it does. But doing that 
may throw up a bug which takes 
another two weeks to fix." 

Right from the start Asylum want- 
ed to make Zeewolf a thinking man's 
shoot-'em-up. “The tactics that we 
always wanted are still in the game. 
We want to force the player into 
making lots of decisions. None are 
totally correct, none are totally 
wrong. We think the game hangs 
together quite nicely like this.” 

Has the game changed much dur- 
ing development? “It's following the 
original spec quite closely,” reckons 
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lifes Been a lane time since weve tracked down the 
eeteies carrrentiy trapper im ecreiorment pel, ee iets 
rectify that sicht hows, Simon Byron's your tour guide, 





The new re-fuelling arm in all its glory. You can still be attacked whilst posi- 


tioned on the ship, though. 
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When looking at the map screen, the 
main game continues in the top-left. 


Introducing the ground targets to Dr 
Missile and his friends. 


Andy, “although it has become a bit 
more shoot-'em-up orientated than 
we anticipated. It's been a conscious 
decision; the landscapes have been 
reduced in size, simply because it 
became apparent that it's all very nice 
having these massive game worlds to 
fly around in, but if you're not actual- 
ly doing anything in them then it's a 
waste of time. You can pack so much 
more stuff into a smaller area with no 
real loss of game ‘speed’, and it then 








The all-new weapons screen. See any- 
thing you fancy? 
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vrability — once you get the hang of 
it. “We're still discussing the mouse 
control method," reveals Andy. “It's 
not finalised yet. Andy Wilton's quite 
happy with it because he's been play- 
ing the game for two years. But | 
think the general feeling around the 
office is that the mouse is a bit too 
sensitive at the moment, and so that 
will be tweaked before the game's 
release.” 

One thing that has been decided is 
the inclusion of a semi-automatic tar- 
geting system. Originally, the player 
would have to line up his attacks with 
pin-point accuracy, but now you can 
opt to pick up a gunner who assists 
with aiming the weapons. 

“We've added this feature to make 
the game less frustrating — there's 
no point putting the player off by 
making things too fiddly. Most of the 
fun comes from flying around and 
shooting things, and if you're spend- 
ing all your energy trying the wrestle 
with the controls whilst not being 
able to hit anything, then it's likely to 
annoy a lot of people. Everyone's pre- 
pared to give a game half-an-hour to 
an hour familiarising themselves with 
it, but if after that they're not getting 
any reward then they're not going to 
bother playing it again.” 

Andy's confident that Zeewo/f will 
go down well with the Amiga-own- 
ing public. “At the end of the day, 
we're writing the game which we'd 
like to play. It's not going to be the 
most impressive game ever, but it's 


§ going to be fun. And that's the most 


©) important thing.” 






Subtly persuade the enemy to 
retreat by blowing them up. 


makes it a more inter- 
esting experience for 
the player. By 
focussing the action 
on a smaller area, 
we've made the game 
much more fun.” 

The helicopter can 
be controlled with 
either a joystick or a 
mouse, although the lat- 
ter allows more manoeu- 


I'll drink to that, matey. 
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FIND OUT WHAT BLOWS 


ANDY’S MIND WHEN HE PINKIE -THE WORLD’S 
| 7 | ee BIGGEST STAR, 
CHECKS OUT BRILLIANCE 2, if), ">, EXCLUSIVE TO CU AMIGA. 
| oan WE GIVE THE AMIGA 1200 

PUTS LIGHTWAVE AND a ) ACCELERATORS A 
IMAGINE 3 UP AGAINST EACH ©" (i) > AND CHECK OUT THE 
s,s SX-1 CD32 EXPANSION. 

OTHER IN A FIGHT TO THE PLUS 


MEGA TEST. 





) : i. REVIEWS OF VITAL LIGHT, 
DEATH AND CHECKS OUT THE # | & |” MEGARACE, DREAMWEB 
| oo AND MUCH MUCH MORE 

MOST POWERFUL AMIGA : Ca ie 
= ee All this and more than you 
DESKTOP VIDEO ia. can imagine in CU AMIGA 
| : i — September 1994, on sale 
SYSTEM EVER SEEN! August 19th. 
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46 RUFF ‘N’' TUMBLE 
50 WILD CUP SOCCER 
52 WRECKED 

54 EMPIRE SOCCER 
‘56 VITAL LIGHT 

58 PUTTY SQUAD 

62 CRICKET MASTERS 
64 KICK OFF 3 

66 BURN TIME 

68 CLOCKWISER 

70 KID VICIOUS 

75 JAMES POND 3 CD32 
75 FRONTIER CD32 

76 HEIMDALL 2 A1200 
76 SABRE TEAM CD32 
77 MYTH CD32 

77 LAST NINJA 3 CD32 
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Renegade t . 
Millennium ] BONKERS BYRON 
| "i Lae el 
Healthwise See eee re 
Empire -Y] a cruel blow by a few rotters 
Millennium Fee is kek Ue el alir| 
System 3 WER ae am) 
ESP Tent eel Lg aula Ed took 
: to wearing a pair of over-sized 
Anco | Se shoes, sticking an hilar- 
Kompart | Breer as mi mney 
Rasputin cm rare over all the time in the hope of raising 
Ocean even the faintest of giggles. Pathetic. 
Millennium reat itl 
Gametek Though comedy has never been 
Core Design one of Andy's strong points, he 
Krisalis was funny once last week. Unin- 
System 3 Celi a course. He revealed 
System 3 that during his first ever game of 
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At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplay. Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 


out whether the game's for you or not. Though a review is written by one person, the whole 


team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is, quite simply, the best game reviewing system devised by 


man. Probably. 


This piccy shows you clearly which 
Amiga - A500/600, A1200 or CD32 - 


the game is being reviewed on. 





| This panel indicates who is pub- 


_ lishing and who created the game, | 


along with essential info such as 
| how much the game costs, when 
| it'll be released, the control sys- 
| tem(s) used, how much memory 
_ your Amiga needs to run it, how 
| may disks it comes on (and there- 
_ fore how much swapping you can 
| anticipate) and even whether you 
| can install it onto your hard drive. 


This percentage indicates not only | 


how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky ‘in the 
flesh’ which will be indicated by a 
lower-than-expected Graphics 
score. 


As with Graphics, the Sound score | 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 

| enhance the game. For instance, 
an all-guns-blazing shoot-'em-up 
with a silly bouncy jingle wouldn't | 
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Dungeons and Dragons, his 
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looks and abilities, would be 

J best served by creating a new 
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things never change, then. 


] BARMY BROUGHTON 
Matt can't stop making us giggle 
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with an unattractive outbreak of 
the old Euro-imug-mildew. Gig- 
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Playability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
‘real’ word (write to your MP!), 
indicates how easy the game is to 


get into and how much fun it is to 


play. Things like poor control or 
cluttered screens will take this 
score down. 


Another ‘new word, Lastability | 


indicates whether you're likely to 
finish the game in a day or a year, 
PEARRMICS and also whether the game is one 
ute you're likely to keep returning to 
a time and time again. It's a rather 
important mark, especially with 
games being s0 expensive. 


The Overall score is the definitive 

guide as to whether a game is 

good or bad. It takes into account 

many factors other than the four 

LASTABILITY main ones listed above, which is 
140 why it's not simply an average of 

F those scores. Anything scoring 
| 85% or above is considered an 
| essential purchase. 
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5 ro aa | The Amiga family is even bigger 
Ll r than ever now, with people able 
to buy A500/600s, A1200s and 

| CD32s. Here's where we'll tell you 
__ | about how the game runs on the 
| machines not covered in the main 
| Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 









| goat eating a birds’ nest. Smirk! 

| As people are much mistaking 

ee ae Ca oe doa ol 

eC ee ee ae 
before he minced off to Corfu. Sadly, he “forgot.” 


PR cee 
Meanwhile, thinks he's in a silent 
ee Lite Le a 
office he falls over the cleaners’ | 
mops and buckets creating an | 
almighty din. Then he trips head- | 
| long into a:huge custard pie — | 
with amusing consequences! 
ie eee se 
I a protruding nail, exposing his 
cu are See he turns to the rest of us and 
grins stupidly before falling out of the window. 
} JO WINSLOW , 
Meee tie ee 
get’a big parcel, so you can 
el a ee 
| 4 foot package was squeezed 
il through our letterbox the other 
ele ate a 
1 One, I'm sick and tired of look- 
} ing at your mediocre magazine. 
J The writing's abysmal and the 
Penn Reese ee a eee a 
elie ee ec eee 
sending a replacement Editor soon.” Blimey. | 
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With good old-fashioned blasters once 
again ruling the roost, Renegade decides 

to show everyone how it's done. Simon 
Byron is gob-smacked. Again. We've 
seen the bruises. 


Ruff isn't only able to fire left and a 

right. By holding down the fire- 4 gh 3 
button and moving the joystick ss 

in one of the diagonal 


directions, you can pick off Tin- | 
heads above and below you. 
This method is particularly 
risk-free — the standard ene- 
mies only attack 

when you're on the same 
level, and the ones that 
shoot diagonally usually 
give fair warning before- 
hand. Each bad guy has a 
particular animation which | 
indicates he's about to 
hurt you. Recognising 
these is a vital part of the game. 






| 


j (Right) The main 
' text, containing 
the plot and a 
few feeble 
attempts at 
humour. 






‘Sy (selow) Force-fields _ 
) appear in most levels which 
can only be deactivated by locating spe- 


fluous to the action and hide only 
weapon- or point-boosting bonus- 
es, while others restrict access to crucial 


Captions can be used to disguise passageways. 


embarrassing spaces on a page. See if you 
can spot where else we've done it. 
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h God. Four-page reviews are 

always hard to write, but 

when the game in question 
is as simple as Ruff ‘n’ Tumble, find 
ing enough words to construct an 
entertaining and informative intro ts 
an impossible task. And the lack of 
any real plot doesn't exactly help. ! 
can tell this isn't going to be remem 
bered as the pinnacle of my review 
ing career. But then again, this is only 
The One, so an impressive-piece of 
prose would be wasted on you lot 
We know you only buy the magazine 
for the disks. And even they aren't 
very good. 

But that’s set to change next 
month when we present an exclusive 
level from Ruff ‘n’ Tumble which is, i 
has to be said, one of the best plat- 
former-cum-shoot-'em-ups I've seen 
in ages. No, really. 

The game centres around a type 
cally bond-haired, blue-eyed youth 
named Ruff (obviously his parents are 
American or something. But then 
again ‘Brian ‘n’ Tumble’ wouldn't 
have made a very ‘hip’ name) who's 
quite literally lost his marbles. Or 
rather, the dastardly Doctor Destiny 
has nicked them and deposited them 
in the five worlds he just happens to 
own. Quite surprisingly, these five 
worlds are each split into four levels 
And, in a radical departure from stan 
dard practice, these levels have bit 
lions of nasty creatures in them, just 
waiting to send Ruff back to where 
he came. Aren't there any new ideas 
left in the world? 

What the evil (as he probably is 
Doctor Destiny hasn't counted on & 
Ruff's rather large gun, which & 
always useful for persuading people 
to give your toys back (it’s a popular 
accessory in the playgrounds, 
believe). Forget the rather girly prac- 
tice of jumping on heads — if some 
one gets in your way in Ruff's plat 
form-infested world, the threat of @ 
few bullets thudding into their torse 
should convince them to move. 

Ruff ‘n’ Tumble is the first game 
from developers Wunderkine 
although the duo responsible, Jasom 
Perkins and Robin Levy, have worked 
independently on loads of other 





games (Jason, as you probably know. © 


was the original driving-force behing © 


Apocalypse, while Robin provided the 


| 


first Putty’s undeniably beautiful — 


graphics). And as a first effort, it's not 
bad at all... 
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(Below) Level two comes compat 
with an outdoor swimming pool, 
through which you have to guide 
our hero. Thankfully, there’s no limit 
to he amount of time you can 
remain submerged so you can 
explore every nook and cranny in 
the hope of finding bonuses. And 
stuff like that. However, there are 
still loads of energy-draining mea- 
nies to avoid, such as this unexplod- 
ed mine which bobs up and down. 
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(Above) The bar to the left of the 
hearts indicates the strength of 
your current weapon. The power 
of the standard machine gun 
increases if you leave it for a 
while, meaning that you can 

let off a wave of bullets with- 

in a relatively short period of 
time. Collecting the 'P’ icons 
boosts your weapon's strength 
or recharges the more destruc- 
tive guns such as the missile 
launcher and the laser. 





Although Ruff's trainers provide a rel- 
atively bouncy surface, there are some 
platforms which are just too high to reach 
Ve ee ee rete re 
by spring and you'll be propelled skywards. 
However, | have found one, though, which 
sends you hurtling into a number of spikes, 
Piast eu 


These big, er, Shines can be found throughout 
each level. Leaping onto one acts as a restart point 
— should you die soon after you'll be returned to 
this point. Thankfully, only a few enemies regener- 
ate so if you've cleared a particular section 
before your demise then the chances are it'll 
be relatively easy the second time around. 
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BIFF BANG, BOCKO! 


Although every moving creature in Ruff's world is a hostile being, their means of attack are interesting to say the least. Each is animated beautifully 
_ and it's worth wasting a few hit points just to see what they'll do to you. Here are a few of the best... 


mount 


_ This little darlin’ doesn't Obviously a PowerGen These tiny pods are harmless These suspended robots are Ooh, nasty. Try and leap 
posses any guns so he has shareholder, Mr Sparky- if you steer clear. Get too easy to miss. But their loads over these robotic rotary 
to be content with running Arms has an electrifying close, though, and they turn of highly-explosive bombs saws and you'll end up 
| inte your stomach. way of depleting energy. into explosives. Like this. they drop on you aren't. speaking in a higher tone. 
Each level is a four- = | ’ = ’ “ naeen — SS 
way scrollingaffair — 1 giles a 2 ae eee ae) Te Ue rae i? 
with more than its Tong ee — LLL F + ey A tliat lent 

fair share of haz- , Ld ; : - Pe | Py 
ards. Most worlds | =~ —asenerenag: 
consist of four lev: ) : " ie ' rel 
els, with an end-of- r id a a 
level guardian ) é, 
thrown in for good ¥ | 
measure. Although 
this only totals 16 
levels, each is 
massive (apart 
from the first, 
which is more of a 
simple tutorial) and 
filled with enough 
joystick-pumping 
action to keep even 
the hardened 
gamer satisfied. 


(Below) Ruff 
includes the obliga- 
tory end-of-level 
guardians which 
pop up, unsurpris- 
ingly, at the end of 
every, er, world. 
Things start off 
quite gently with 
this owl, but by the 
time you meet Dr 
Destiny (hidden 
inside his special 
craft) at the end of 
the game, it'll be a 
different kettle of 
fish altogether. 


(Right) There's noth- 
ing better to clear 
the old sinuses than 
a number of deadly 
missiles up your 
snout. These swoop 
in from right to left 
whenever there are 
some tricky areas to 
negotiate, but can be 
destroyed with a sin- 
gle shot, making 

them appear more | 

dangerous than the 

actually ang 
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To leave each level, Ruff has top pick up a specified number of marbles, as 
shown in the top-right corner of the screen (conveniently not shown here). 
There are three colours: red, green and blue, and each level typically houses 
more than you need to meet hit the target. Once you've collected the 
required amount, the exit becomes activated. Unfortunately, you still have to 
find it. And that's another thing altogether... 





(Above, obviously) The 
time taken to construct 
the levels is evident in 
the set pieces and 
crafty attack patterns 
activated whenever 
you reach certain 
points in the level. 
By far the best polli- 
cy for survival is to 
reep along, picking 
off individual 
targets, giving your- 
self extra time to react 
to any attack 


. 7 waves. Ruff ‘n’ 
* at __ Tumbie is full of 
7 oti a ai places where 
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We're told that CD32 and A1200 versions are 
“likely.” If Renegade does a CD32 version then 
it'll have Dolby surround sound and everything. 
Although what that ‘everything’ will be is 
anyone's guess. 
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ted side-on view for a FIFA | 





Wild Cup Soccer swaps Brutal Sports Football's til 
International Soccer-ish isometric-3D angle, offering a much more d PE Ls 
and exciting take on the action. The only downside of this attractive display 
is that it chugs a little bit on a standard A500/600, but it’s nothing that you 














Goal!!! As in ‘normal’ football, the winner is the player who gets the most 
SCR ae eee I ie uu CR Oso a which 
involves killing the majority of the opposing team. Although a tougher pa th 
to take, it's also one well worth trying out, as you get more cash for kills 


hur lee can't get used to. 









o-ho! Ha-ha! Nurse! , And things get worse (or 
oa The screens! My sides ., better, depending on 
| are splitting! See? ve your point of view) the 


further the tournament 

progresses. After each = 
World Cup but, er, wild. win the victor is =e =" PLA Dhee elt es 3 
Ber-rilliant! | don't awarded a cash | phat ‘ ee 
know what they J _ prize that varies a is. 
feed those guys depending on | | Lt ie ile 
up at the Mil- s how many | OH AH ~ al 
lennium dream goals they 
factory, but | scored and 
want some of - rival players [# ats 
it! Man! they er... killed, | J A ne en 7S J 

This is fantasy football and this can be used | | Serres > ad ani 

in its truest sense, with | to equip the team 

the player cast as man- with ‘power-ups’ 

ager of the Bruisers, 4 4 such as guns, swords 


team of footy-crazed . "T ~ and shields, which up se = et _ 
5 m s 1 CR Cueca Tics After each match you're awarded cash according to how many goals you 
Percocet ee el Era 


dwarves. Your task is to 
uide these stumpy soc- L 4 no end. os 5 “er as : 

* rs cae r a" As well as the Wild This can be used in the between-match ‘shop’ to buy goodies ele 

cer stars to Wild Cup SUR tote machine guns and shields. It’s up to you to decide which of your play- 


glory in a knockout, : fe COC Cae ers get what, although its always a good idea to kit up your forwards as 
knockabout tour- =" x there Elo much as poss. 
nament against ." options to play 


seven rival teams [Ps in a league or © 
“7 a : c : 
of assorted “ame in a one-off —. 
rd 


Wild Cup Soccer! Get it? 
Wild Cup... it’s like the 
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mutant rabbits, sheep, bears and ‘unfriendly’ (oh, there's Millennium’s : or 
lizards (I kid you not). crazy sense of humour again!) [| — ail 
The teams can use any means to against the computer or a friend. ; — — f? ae rr 
win each crucial match (there is no Wild Cup Soccer is the second in | eS a © wo 
girly Fair Play award — these guys Millennium’'s Brutal Sports series and, pea a ae Pr _* | 
think FIFA is the name brand of if nothing else, comes as a refresh- oa bag!’ 
banana). You want Then ingly off-beat antidote to all those Oe ps 
simply rug_up to th pos- would-be Sensi Soccer beaters tha —— a 
Se55/ him and we've been g athe page : 
on gow couple of ‘ | 
(a ) approg ee Le kick an opposing player's head off and use it as a ball. Per- 
Pe ee ee 
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PACED RD eee ee ese emt es ce erg 
the transfer market. This ‘player management’ aspect of Wild Cup Soccer is 

PE eh ae mc nem R UM lial et 
bbbelbsheliehe sly silly game. 
















et eee 






pitch by altering the positions of each of your players and giving them gen- 
SMe ladte eV em e G ME Mbatellts mr ety sl 

hours tinkering with all this sort of stuff, it doesn't seem to have that much 
of an effect on how the game plays. 









Wild Cup Soccer is packed full of excellent graphic touches. Take the kick off, 
for example. First two robed geezers stroll on and blow a fanfare on their 
CR eae ely Ue mime tii ein hg 
a giant bird flies on-screen, drops the ball into play and the game . 
commences, Marvellous. 









THE VERDICT 
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Wild Cup Soccer runs fine on the A1200, and ben- 
efits from faster, smoother action and reduced 
disk swapping. As just about every recent Millen- 


nium game has been enhanced for the A1200 and 
CD32, don't be surprised to see specific versions 
for your fave machine in the very near future. 








| Publisher; Millennium | 
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Healthwise has a made a complete hash of 
the first ‘right-on’ game addressing drug 
addiction, carps Simon Byron. Man. 


s we journey through the 
politically correct 90s, par- 
ents and MPs alike have 
voiced concerns that games encour- 
age violence and corrupt young kids. 
In response to this, an ever-growing 
number of software houses have 
turned their attentions to ‘Edutain- 
ment’ — an ingenious coupling of the 
words ‘education and entertainment’. 
However, almost all of these games 


oh 





have been tedious (an ingenious cou- | 


pling of the words ‘very’ and ‘boring’) 
point-'n'-click affairs with less inter- 
action than a Fisher Price playmat 
with most of the buttons missing. 





Your health (shown by the state of the 
face in the bottom-left) deteriorates 
everytime you smoke, inject eat or 
drink a drug. The effects of drug-tak- 
ing vary: sometimes you'll slow down, 
others the screen will turn upside 
down. Realistic, huh? 

Newcomer Healthwise thinks it can 
change that with its interesting first 
release, mysteriously entitled 
Wrecked. It's a run-of-the-mill plat- 
former starring a Young Person called 
Jo — but that's all the plot in the 
manual bar: “the aim of the game is 
to survive to the end and score the 

highest number of points.” Fab. 
ar So no extra marks 
for use of the 
imagina- 
< tion, then. 

Where 
Wrecked 
does differ 

from other plat- 
» form games is 
in its sup- 
— anti- 
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Wrecked has five drug-filled levels 
which consist of platforms, the usual 


hazards (spikes, slippery surfaces, that | 


kind of thing) and — yes! — drugs. 
Once you've run over a drug you are 


given the option to stash or take it, or J 


even check out an info screen with 
loads of drug-related facts. 


rig 


naan: 
Ht es 
oe * 
drugs message. Throughout each 


level, various forms of illegal sub- 
stances can be collected and either 


stashed or taken, with the varying | 
effects displayed on-screen. This Is, | 
presumably, so that all ‘ver’ kids out | 


there can see for themselves the dev- 
astating risks of popping hallucino- 
genic LSD tablets, or spliffing up with 
left-hand baccy etc. 


It's harsh ‘n’ harrowin’ stuff: the | 
info (provided) on the aforemen- | 


tioned er... ‘Stuff’ describes it as 


“sometimes 


Thing inside a Dalek, | suppose) and 
even suggests how much you could 
expect to pay for a ‘dose’. Forcing Jo 
to take LSD usually results in the 
screen filling with smily faces and 
flowers. As far as I'm concerned, this 
isn't an anti drugs message — it's a 


bloody advert. Why not go the whole | 


hog and list your nearest stockist? 


Don't get me wrong: I'm not the | 


very enjoyable and | 
sometimes scary” (like that episode | 
of Dr. Who when you actually see the | 


i 
i 


TS ei. 





eens = 


SS 


sort of prude who's likely to slag off | 
a piece of software just for featuring | 


drugs. | will, however, slate it for 


La, featuring something else: utter- | 
=a lycrapgameplay (an ingenious | 
coupling of the words ‘utterly’, | 


‘crap’ and ‘gameplay’). If you're 
going to try educating kids on taboo 


subjects then do it properly (a CD- | 


ROM database would have sufficed) 
but don't disguise it as a game and 


¥ expect people to swallow it. 




















Publisher: Healthwise 
pe oe 
te ee a 
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: the so-called ‘soft- 
er’ drugs sound 
attractive. But let's 
concentrate on the 
game itself. ‘Fiddly' is a word which 
accurately describes the way Wrecked | 
plays. The main character is annoying: 
leaping from platform to platform is 
hard enough when he's not under the 
influence, but pop a few drugs and © 
you may as well give up. Maybe that's 

the point, | don't know. But Wrecked Parties; 
is a game after all, so why include 

such features if they ruin your overall } ay ay 
enjoyment? It seems crazy to me, really 

it does. Aside from this unusual feature, 

there's nothing of any note, save for the mildly funky sound- 
track. Graphically, it's well below par — Jo minces around 
with very few animation frames and the levels and in-level 
features are garish and unattractive. In fact, everything com- 
bines to do its best to make plodding to the exit as off- 
putting as possible. Actually, I've decided that Wrecked does 
promote the use of drugs. Let's face it — the only way you're 
going to gain any enjoyment out of this game is by consum- 









ing large quantities of alcohol first. But, as the Kids from 


Grange Hill once sang: Just Say No! 
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eet ee mem ae lL) ore 
you might as well aan Fl 

Poll ec ee a | 
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_ GREMLIN PRESENTS 





“A mixture of think-em- 
meme rueeli) 
eCard ste ee aed 
Ue as 
aa Py ae 
GAMESMASTER-84%. 





» “Gremlin can be proud 
emu 
Tee eee 
Cs ae 
| AMIGA ACTION-86% 


aS ee ee 
AMIGA POWER-83% 
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UU UCC CS CRUG SCC UES OC UE WO DL! 
his borders and colonise the outer worlds. 

Ue USDC EUS Le nr Eucla 
ME Ee UCL Can Ce MDL eC oe 

Six kgown species of alien are currently making their way to 
Sector K240, all preparing to stake their claim to the riches 
GC CECE TCM CT RUE UC Cae eC 

businessman, but command an army and control fleets of 
PEC ROO mL 








* 6 different alien life-forms 

* § different types of space crafts — 

* 16 different types of ships weapons and shields 

* Over 40 different styles of buildings to manipulate 

* 10 missile types 

* Up to 24 different asteroids to discover in each sector 

* Highly intelligent enemy colony policies and attack strategies 
Se UE EM CU MOM Ce Ta 

* Sophisticated digitised speech and atmospheric sound effects 
SCLC EU ULC GL 

BREECH ELL 


AY Ra ee 
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Cee ee 
eee eral 
ee ed ea oe 
designed in the mould 
em a ald 
i meee en 
the stars and er, into 
rites) sae 

THE ONE-90% ° 


"A very addictive space 
Pee ti ew a) 
tee oe ele 
want to hire someone 
else to play it for you.” 
AMIGA FORMAT-84%. 


eee ey ta 
es ee 
you playing into the 
CCU Mele melita 
ee 
AMIGA COMPUTING 
eee ea |] 
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li right, let’s not mince 
pa words. While | don’t mind 
the plethora of footy 
games around at the moment, 
because it means companies like Sier- 
ra and Infogrames have swooped 
back into the Amiga market, my 
interest in them does begin to wane 
after a while simply because they're 
all so bloody similar. Okay, a footy sim 
should recreate a real game of foot- 
ball, which points to them all follow- 
ing the same pattern — but in the 
end all we get is shops filled with 
near-clones in different boxes, many 
tempting the buyer with ‘new, 
improved features’ which aren't real- 
ly new at all. So you can understand 
that when we test these games day 
in-day out, it's nice to see the odd one 
go off on a bit of a tangent and do 
something new. No, really it is. 
Empire Soccer's a bit like that. It's 
the closest an Amiga game's come to 
the old Taito table-top coin-op World 
Cup — in terms of graphics anyway — 
and that's definitely something to be 
applauded (at least from me, because 
that used to be my fave). The charac- 
ters are big and colourful, the 





The golden boots of Graftgold have finally 
succumbed to the leathery carapace of 
computer football. Andy Nuttall, a Welsh- 
man and so perfectly placed to comment, 
finds out if the arcade kings can match the 
pace of today's top footy sims. 

























BRACLL : 


scrolling's smooth and the action & 
fast and furious. So that’s good, then 
A particularly decent feature is the 
ability to initiate special moves. 
almost like in a beat-‘em-up, which 
give the player on the ball a specia’ 
power. This could be Superbarge | 
tank-like manoeuvre which literally 
barges any defenders standing in the 
way), or Powerdrive (a blaster of 
shot, which as long as it’s aimed 
towards the goal will normally beat 
the keeper); or any one of a number 
selectable before the game begins. 
But, for all this wholesome gooc- 
ness, as usual there's a compromise 
and in this case it’s the action which 
sadly, can only be described as weak 
Or shallow, maybe. Anyway, insteac 
of the usual Kick Off 2 and Sensible 
Soccer dummies, where the emphases 
is (usually) placed on gameplay (ane 
graphical niceties come second) 
Empire Soccer tries so hard to loow 
like a coin-op that it lacks a touch o7 
the Mr Sheen sparkle on the game 
play side. And given that it’s got some 
pretty stiff competition, the way © 
plays has to be the most important 
consideration... 








Tit Werric T 
[fun Wee B F G f 
To keep up the coin-op cartoon-style of Empire Soccer, each goal is PERETTI EE, 
accompanied by a number of cameo shots of the players in their post- 
scoring elation. Three cameos are chosen from a large selection, the 
colours are changed to match the current teams, and they flash up in 
sequence to show the joy and dismay of the winners and losers respec- 
tively. As with most in-betweeny graphics and animations, the cameos e 
can get annoying after some time — but there's an option to turn them 
off, Nice one, Empire. 
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(Below) Oh yeah, another gripe 
(God, this thing’s full of them) — 
there are far too many bookings 
(unless you're playing by FIFA's 
stupid new ‘fair play’ rules, of 
course). In real life, it's unlikely that 
a striker homing in on goal is going 
to be sent off for an on-the-ball 
foul, but it happens a lot in Empire 
Soccer — and here's proof 














No plans for an A1200 version, but talks are in 
progress as we speak about Empire Soccer CD32 
— and we should be seeing the results pretty 
damn soon. 
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ay aw disguised themselves as big 
rocks. From what | can glean from 


| has snapped up the r 
Ti ber of popular low-fat spreads. 
x he first game to be released 


a inder the ‘Well-bugger-me-sideways- 
fc monicker is a healthy 


u 


oot-' em-up based on the marvel- 
| low-fat margarine, Vita Lite. 

Oh, okay, so I'm talking nonsense 
once again. But you probably know 


. more about Vital Light than | do 
eens it's just turned up quite liter- 
ally out of the blue. No hype, noth- 


You'd usually associate this lack 


ca bit but 1 thankfully this isn't the « case. 


- Phew, eh? 

* Millennium’ s plot hatcher-uppers 
_ have clearly been working too hard 
of late, as Vital Light's premise is 
- completely bonkers and certainly the 
_ oddest since Stardust's enemy scien- 


polishing | up Vital Light's overall presentation can be 
: ntro. It shows how you (below) stroll up to an old 
are} pin and... Then the scene cuts to depict the 











It looks like Tetris. It plays like, erm, some- 
thing else. The Polyunsaturated Simon 


the game’s slick intro, ‘you’ are a 
shea spreads ¢ ea sily and tastes gress too. 


video games ace whose skill is 
matched by none. Because you're 
such a clever-trousers, no arcade suf- 
ficiently taxes your abilities and so | 
you've turned your attention to the 
planet RAMROM (geddit?) which 
boasts, among other things including 
the feeblest pun in the Universe, the 
most advanced arcade in the galaxy. 
No-one has ever successfully fought 


their way through all its levels. It's 


time for things to change... | 
Of course, the above waffle bears — 
no relation to the actual game. It's a 
shoot-‘em-up, you see, owing more 
than a passing nod to Tetris and its 
friends. Blocks fall from the sky and | 
you have to make them disappear 
before they they hit your force-field. 
But instead of relying heavily on [@ 
interlocking shapes and such, Vital | 
Light concerns itself with colour. , 
Bonkers or what? 










@ Vital Light has several two-player = Pes aan a friend to jain in the 
| fun. You can either be in the same gang (i.e. co-operate with each other) or 
Pere ne ce ee against each 

other). Whichever way you play, it’s a blimmin’ good laugh. 








it's very nice, too, and has some 
1 the | tension. Whether or 








] Si ther 1 - eran ut Pa or) Biot Cee kas 

. jee 1 _ offence, obviously) and it's your job to shoot ee 
Pe a gee, | ; . Pe ee ee 

~~ — a Pee ee eee 
a ing fire and moving left or right cycles through 


the available colours while pulling back 
Na aes sends forth a beam of Tee oe 
Me ee se 
need to be hit twice. Bummer, eh? 
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THE VERDICT 


The trouble with most puzzle games 
Pee elm eo ela 
UCR Aue es 
and sub-standard. Vital Light 
appears at first to be one such game; 
ee mcrae cle Le 






meet TT] 
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ste TT 
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Developer: 


i - a cee as 
= Le 


Me eee eg 
man's Tetris. Dig a bit deeper, 
though, and you discover that the 
Pe eee (rd Ce) | 
eee ie ee ee aa) 
requires as much forward planning as 
ee ee a esc ars 
your ‘thing’ is simple in the extreme. 
Considering the number of times you 
arte Maes ies mea melee) 
ee ue ee 
point accuracy, it's all surprisingly 
Pe) ee ee 
PUR Rutt eeu ue 
Ce eee 
thrown head-first into a wave of new 
Sita teem Me eae tee 
TAR a ele 





i'm not quite sure what this bit is about. Before the game commences, and 
in between every eight or nine stages, these blokes appear and indulge in 

some ‘witty’ banter. As the game plods along, you should be able to glean 
ee ee ee 

























ee 
(around level nine), special blocks 
are introduced to liven things up a 
Me tm oe 
Their colours move from right to left 
PEs 
field. Obviously this makes things 
quite tricky because not only do you 
CRU -me Et -1-ta md Mal: lalate ee ee 
TCR RC ee eel 
to hit the right block. A living night- 
eM t he 


The wavy line above your ‘thing’ is a 
force field which is raised and low- 
ered between levels, making things 
De ems a 

ee ee 
it shows how many more blocks can 
eae 
FU ie ee OL me 
more traditional shoot-'em-ups, you 
eT ee cal 
Te ee 
only. So make it count, alright? 


























Te eC ele 
look merely ‘functional’ in our static 
eee eee 


















ne ee ne ere eu ee le Cea Uy : | 


I si : Mi J i ; i 
# | i Se a aE aa w - 
& ee, met eR re SU 
Psa | you can pass through. It's not all one-sided, though, wie eee 
, Le, yea —. because special pick-ups can be sucked in, which offer play-area oo ” : | 
Fi oe ea SU eS S|) drive the action along, eT: ae 
i me) fl cae yo =, eee ele eee eta ee aise 4 
. A on ee at ed ee el Coe cee) | 
j | ——— Td _—~ : | 
| ln ng effect. My main gripe is that it's all too easy 


to lose a ‘life’ through one simple slip-up, and 
eM Mee Ue mee 
PERCE et ae es 
only to reach the same stage (and same 
tough ‘wave') again. More frequent level 
codes would have helped here — because 
Pe et 
lessly frustrating. Still, slick presentation, 
finely-tuned gameplay and an unusual eae 
POUR Rau Chu Ce CRE Cunl Ts 
for if you like your grey matter to be exer- 
cised as much as your trigger finger. 












jmuch to handle, these waves of two- 
§ piece blocks (which descend quicker 
i than most) aren't that much of a 
| problem as long as you've selected 
Buea meee emesis tte 
Tee me me ie 
ee ae 
© with the wrong colour and you may 
as well give up. 
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SQUAD 
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Terminator Carrots (which, as! recall, 
were incredibly irritating in the origi- 
eRe RC acy 
soon fell into decline, spawning all 
eee ee ees] 
re ee 

EU Me ee Ce 
el etetermcras ce Me Wccs ms elie ics ii) 
showing Putty prisoners of war in the 
ata) Me MV re eo 
decided to send in a ‘Peace Keeping 
Force’ of UN troops to rescue these 
MA's. This force was made up of GI 
Pups, led by their commander, 
Napalm the Cat. Unfortunately, 
Napalm went completely crazy in the 
field and set himself up as a god to 
CME) ele meee yeas) 
frogs in a remote area (a bit like 
Dolph Lundgren did in Universal Sol- 
dier. Only without the frogs. And 
with ears). 

The C.1L.A. decided that Napalm 
must be terminated with extreme 
prejudice and the putty MIA’s res- 
cued, and so, in an A-Team type 
Niele Mey te Meese Rn mils 
— Putty Squad. 

Needless to say, you are that Putty 
Tee Me eR Rem elas 
into hostile territory with your ex- 
enemy, Dweezil the ginger cat, to 





— 
fins. 


ee le 
ber of hit points (top right panel). Should he take a hit, 
the colour of his HP will go down a colour, Once an HP 
has changed three times, it’s gone and you move on to 
the next HP — loose all five HPs and you loose a life. It 
may sound like you've got tons of energy to play re 
but it quickly goes — especially once you start to use 
your Space Pod and inflate mode to their limits. 


Matt Broughton needed cheering up. He was ‘thrilled’ to be back at work after his holiday, 
and was sitting with his head in\his hands, crying. “Never mind fittle fella, have System 
3’s Putty sequel to review”, Look, he’s smiling. And vomiting too. Ahh. 
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(Above) This is what Putty Squad is 
Pee eet ae 
wee ee es ee 


meet er a ae a 


ee ee ee ee 
Pe ue oa 
simply by absorbing them. Some are— 


trapped in sand-bag fortifications 
which must first be Nitro-ed or shot 
Me 


Vera) Weld) Wed. TL 
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VIOLENTLY HAPPY, 


Following on in the tradition of the original Putty game, our little hero has a multitude of moves at his disposal; some of these may seem familiar, 
while some are new and-imrpoved. Hey, I've got a great idea — why don't we go and have a little look. Come on, don't be shy... 



























ee 
by dropping a tin of cat 
| food and giving it a thump. 
Once Dweezil has appeared, 
a 
- punch to your feline friend, 
BUC ee ne) 
trampoline to reach higher 
ee ee oe 


Demon organist Uncle Ted 
has made it to Putty Squad, 
and keeping with the times 
has bought himself a mixing 
_ desk and is now into Hip 
Hop. By collecting a little 
Mee es | 
me | 
leet hm lem 
sending all your enemies 
ee eee) 


Once collected, the shield 
Piette ame tals] 
Te are A ee | 
time. Though offering no 
protection against natural 
hazards, it's handy for 
running through baddies, 
PT Mee te 
clanging noise when hit. 
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Always useful, the spring will 
allow you to get just a little 
bit higher than Dweezil's 
Pu ee ee 
technique is to bounce off 
the aforementioned cat, and 
aed 
apex, thus floating just that 
little bit higher. 5 
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| specs) you canentera — 
ey level, where Pa 


were pres Pte 
ey CR elas 
PR Le 
mentioned geomet- 
ric shapes. This shot 
also shows the elu- 
eT oe hae 
Ta eh ae Led 
one just takes me 
ee es 
room, not the entire 
: jevel.-Ho hum — 
back to work... 























THE VERDICT | 
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Te MURS jo CE Squad. Though | liked the idea of the 
Bay ts] original Putty, it always seemed a bit 
too busy and over-crowded. I'd only 


had a few glimpses of the sequel 
rate) ae as ee ee er 
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Putty and its successor, PS knocks 
oe Mel a em m lM ee mC 
Te ee 


re re | si down first time round have been 
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5 eT mee ue  eel C S eo ’ 
/ lent level layouts, and some really ay 
; good toys to get your teeth into. The + 
. Pee eee mete ete Lt d 
an impressive number of level styles, 2 
along with tons and tons of different a 
enemies — all complete with cartoon CC 
PES MEUM ee Ome rt a ‘i 
ty goes, the game earns itself a hearty , oe - 
handshake and a slap on the back, §¢ gy - ae ie 
wa aGk utc CRA ui eee | | i A 
six enormous levels, augmented with | » | | } (4) e 
about twenty secret rooms, which are,in a i 
ie Pe bates eer large ay ie Sete UR eee 
7 um aCe mea eee 
em ss eee lo 
As far as a platform game goes, PS only really suffers from 
one of the standard gripes, that being the ‘leap of faith’, but _ 
other than that, System 3 seems to have got pretty much 
everything else right. It's also worth mentioning that you're 7 
presented with a level code upon each level's completion, and 
though this can damage a game's lasting appeal, | think with 
a game like this it works perfectly, keeping the frustration 
pangs at bay. | deliberately went back to the earlier levels 
mE ee ee eee a eA 
ase eeu UCU eR CUCM ey cae 
the game, | did indeed!. So, what can 4 say — full marks to 
System 3 for a corking crispy platform cone heaped full of 
fun-flavoured ice cream! Ta chaps! 
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paced, but occasionally 
Andy Nuttall (with a lit 


puts seam to willow v 


ga ontil recently, 
there weren't | 
many coun- 


tries who really took 

cricket seriously. Con- 

sidering its massive 

popularity in England 

(it's our “national 

game,” apparently), — 

it's amazing to think 

that there are still 

only a handful of | 

countries able to turn —_ 

out a decent national side, and even 

nations on our doorstep like Scotland 

and Ireland hardly play it all. 
Although cricket's played occa- 

sionally by Americans, they for most 

part find it slow and boring. Indeed, 

Robin Williams once called it “base- 

ball on Valium.” And for the first 24- 

or-so years of my life, | agreed with 

him: but then the rot began to set in. 
First it was one-day internationals, 

when England played Australia or 

somebody, and the national pride 

surfaced (because | am half-English, 

of course, and Wales are crap at crick- 

et). | was hooked and like any addict 

it wasn't long before | was curious 

about the proper Test stuff. 


—_ Althe gh | regularly watch the 


ts, | still haven't got to 
re | can sit through a 
| match — hour after 
yntering around a 
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Hard Disk Installable 


The eight cricketing nations are split 
into two groups of four, which must 
be loaded in separately. At first it's 
unclear why, but then you notice that 
teams such as Australia and England 
are in one group, while India and Pak- 
istan are in the other — and then the 
mist clears. It's because ESP has 
judged that most of the players in 
group one are white, and in group 
two they're black. Complete 
falsehood, of course, but apparently 
the number of available sprites 
meant it had to be that way. 


Australia, The West Indies and so on 
are represented, and team informa- 
tion is accurate to the end of last sea- 
son. So, the players play realistically, 


stumps are left wide open for a spin 
and the games are pretty much true- bowler = come in and take them. 
to-life. Except when | play, of course. _ Which he regularly does. When the 
, | 4 : . batsman plays a shot, 
sie suddenly the fielders 
have problems — the 
outfielders will move * 
half-way in towards the —— 
pitch, rather than taking the obligatory few 
steps. The easiest of throws from one side of 
é the crease to another seems beyond most of 
the fielders, and the outfielders never throw 
the ball straight. For the most part, though, 
World Cup Cricket is a light, slow-paced game, ideal if you 
want to unwind with a friend. As a two-player game it man- 
ages to be technically com petent and reasonably playable, a 
combination which just might brighten up a few rainy days. 


' | Nah, mate. God bless ya. See, Cricket Masters is 
aN hed eee ee be upgrad- 


ed to one of the newer machines. But a ed 
ee ee 







ss at the bottom of the 
you to pitch your ‘deliv- 
se bowler runs in, a cur- 
}which you need to place 
is using your mouse. You 
t mouse button to select 
ke the ball to pitch, 
re appears on the wick- | 
batsman where the 
‘The Northern tip of the 
y a ‘yorker’; further 
“fuller length’ while below 
dian is ‘on a length’ to a 
il. Left and right are Off 
ide. (Phew! Thanks, Harry). 
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TOK PRECISION UNBRAN- RECYCLED 
VERBATIM § BOLED LOOSE | 
BOXED 


7.99 6.49 5.99 4.50] 

14.50 11.99 10.99 8.50 

71.99 17.49 15.99 12.00 

40 78.49 24.99 20.49 15.00 
50 35.00 24.00 23.99 17.50 
45.00 49.99 44.99 35.00 
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Just for a change, you understand, and in keeping with the great British tradition of Ts eal 
ety Entertainment, Simon Byron has decided to review a football game. PU Erte 
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extract from our esteemed 
trade rag, Computer Trade 
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ly loads of animations 
ee ee 
range of moves. Bicy- 
cle kicks, diving head- 
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| are displayed in all 





Fi 


WE ate 
eee 





any magazines for fear of piracy. 

“The publisher believes that the 
launch is too big to be jeopardised by 
the possibility of getting onto the 
piracy circuit ahead of release — it is 
also confident that the Kick Off brand 
is strong enough amongst consumers 
CET Tew Melo cee Rae 
Toes irs] * (mm 

“Managing Director Anil Gupta 
refused to accuse magazines directly 
of links with piracy, saying simply 
that ‘no-one outside this office sees 
the game before release, we elimi- 
nate every possible risk’.” 

Hmm... piracy is undoubtedly a 
serious risk and any steps taken to 
Tas Wt Meets ote ee ems] e) eevee 
eM el meee Mee ecm tar 
Anco’s punitive step is a might harsh 
and that, in fact, its intention to with- 
Tres OMe ey ea 
ieee meal Ce a 
ie FR a RCM memes ete 
we'd never suggest this to be the 
eto Oe 

See amet Remy 
Seamer ass as 
time you get round to reading it, the 
game will have been on the shelves 
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at the time of going to press it's at 
number three in the charts). Well, | 
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the name, because Kick Off 3 is with- 
OLE) Mag Ms cme ee 

ee Eee ee ee 
tures several different tournaments, 
International teams displayed, in a 
eee sa ce es aa omy 
rele wel OORT bie 
ee 
Anco currently not speaking to each 
iC ea Meeeet ce ae 
tee CeO eee Oe ee 
gle-handedly produced this effort, 
US Le ee 
and Mega Drive. Sadly, this Amiga 
ees eS tiene eM 
Pee sd a 
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several animations depicting the scorer celebrating. A nice touch, yes, but 
et eee UCC RC at eee ee el 
UMM eee ie eee ee ee Mme Ls 
passed and the swish (?) of players tackling, but where's the roar of the 
crowd whenever a goal is scored? Playing Sensi, if they've got brains. 
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their glory — and jolly 
impressive they are 
too. These actions are 
initiated by pressing 
the right buttons wher 
dito |e ed he 
ret Me ee etal lls 
ee ee 
knee and stomach 
height then pressing A- 
and B buttons togethe 
will perform a volley. 
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Strangely, you need a two-button joystick to play Kick Off 3, one of which ts 
Tek ae eC CR 
ter than the now traditional one-button system is beyond me: not only does 
it alienate the majority of gamers, but it's overly-complicated to boot. Pun 
intended, if not funny. 
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if you so wish, you too can be like Graham Taylor and stand proud at the 
touchline giving orders and shouting things like “Do | not like that?” How- 
ever, it won't do you any good because you have to specify your team's 
orders at the start of a match or at half time. Thankfully, you can instruct 
CL a Lee UC Ua mes i 
way. Except it isn't, of course 


Mie hee ee 






















iE ee a et tee eB a ee , 
be reviewed so ems ed to be quick to catch the snippet aij aaela| See 
require. But be warned. The game returns to the options screen afterwards "granted another wonk’s  “ 

Te Mel telat ete Ml ae eM st et ee atte 
you'll awtamatically enter another menu and be forced to make a substitu- be time I'm sure little irritations like this 


tee eee 


could have been sorted out. But the 
most surprising thing of all is the 
absence of imaginative crowd sounds, 
something of paramount importance 
if you're looking to build atmosphere. 
A player tackling, according to Anco, 
sounds like someone squeezing a 
packet of crisps, and the crowd 











_ ee eee ou ee is Re a a aha ita sists entirely of radios which aren't 
ep er rennercereart crohns Secor tuned in. Yeah, right. Okay, so they shout 

Oe ce eee ne and something incomprehensible now and again, but it's 

ae nowhere near as impressive as the Sensi chants. Most of the 

, menus and option screens are arranged in such a way that 

it's easy to accidentally quit out of a competition or be 

forced into making a substitution just because you were a lit- 

tle enthusiastic with the fire button. All this is a shame 

because underneath Kick Off 3's rather clumsy exterior is 

a good game screaming to be let out. The graphics are 
undoubtedly superior to any Amiga footy game (although it | = 
must be stressed that we haven't seen FIFA at this stage in = 
the issue) and move extremely fluidly, with the animations _ 
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_ combining to make some quite dramatic play possible. | 
= ri. don't know, hopefully Anco will take another look at the a: 
| : oS 
| game when it comes to the A500 and CD32 versions. But we 
’ can all dream, can't we? A 
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ee ee ea da corner ora free kick, you're given & C ee 
inlay to Inttiate a set piece. These can re @ rehearsed during te " 
ractice sessions and are delightful or Fil — ble devas: * Lu —, 
ed effectively. Basically, the ball will be passed to a couple of ji ~ 
y¥ men before being volleyed to you. It's your responsibility v% a . Laeet: 
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Let's have a look at the menu shall we? Okay... you've got your maggot surprise, your spicy 
dog legs, and your rat a l'orange. Hmm, Matt Broughton licks his lips and orders three 
everything in a bucket with Kompart's latest adventure/strategy offering. 
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rather useless crap like screws, iron bars, wires and spare parts, but once you 
employ a technician, you can give him all the junk and he'll start creating use 
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To start with, most 
of the non-player 
characters will wan- 
der around harm- 
lessly, never 
bumping into you 
or spilling your 
pint. The mutants 
and wild dogs, how- 
ever, are a different 
matter altogether, 
and will quite hap- 
pily beat you up 
should you happen 
to be in the same 
city. The best way 
to deal with these is to employ a character and then order him to get 
stuck in, but otherwise you'll have to switch to fight mode and get your 
mouse a'clicking. Needless to say, any weapons held will increase dam- 
age to the enemy, while armour will protect you from being wounded. 
Of course, you could always visit the doctor... 





Though most of the 
locations on the 
map are fairly bar- 
ren, some are a bit 
more advanced and 
include rat-selling 
restaurants, crap- 
bartering 
merchants, and even 
the odd medic or 
two. Though the 
illustration shown 
doesn't make you 
want to think about 
his methods, if you 
have enough items 
to trade with the good Doc, he'll be more than happy to sort out your 
injuries. Your general health is shown throughout by a bar along the 
bottom right, and though small wounds will heal themselves, any dam- 
age above seventy percent will have to be seen by one of these, ahem, 
‘professionals’. 
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An enhanced version of Burntime for the A1200 
will be released simultaneously with the standard, 
it will apparently feature some beefed-up graph- 
ics, while a CD32 version should follow on by the 
end of September. 








Apparently the 
‘phones haven't 
stopped ringing down 
at Rasputin since we 
put the demo on our 
coverdisk. Funny, 
because we haven't 
had any calls at all. Is 
Rasputin making it up 
or could it actually be 
true? A puzzled Andy 
Nuttall investigates. 


ach generation of kids has 

their favourite games, (like, 

we're not kids now, of 
course). Simon, for instance, might 
have wiled away his Summer hols 
with a gamé or two of Risk, or some 
such power-crazed board game. | can 
just see Matt playing with his Action 
Men, gluing on ‘realistic’ beards and 
making them snog his sister's Sincly; 
whereas | used to 
enjoy. simon (from MB 
Games, of course, not [ 
our goggle-eyed Edi- 
tor). Harry, despite | 
pleas te:the contrary, |am - 
would almost certainly 
have favoured some- 
thing simple like 
Quoits, or Pooh-sticks, 
because electricity and 
plastic hadn't been 



























invented back then. o- acme 


Nowadays most kids own comput- 
ers. They spend most mornings kick- 
ing each other to bits in Elfmania, 
and every afternoon slashing and 
burning their way through barren 
wastelands to slay the evil Krogh. 
Just ask any old person — they'll tell 
you, Well, Mr “l-fought-in-the-war- 
and-you-kids-should-be-jolly-well- 
grateful,” you might like to know 
that there is a ‘nice’ alternative to all 
that violence, shooting 
and er... deathand it's 
called Clockwiser. (All 
right; so there are hufe 
dfeds of other puzzle 
games. 50 sue me). 

The idea, if you dig 
play our coverdisk det 
couple of months agay 
to rearrange a columihi 
coloured shapes on & 
left of your screen 
that it looks likey em 
another columfg 
coloured shap 
on the righ 
Using sth 
mows 

yoo 2 





Rasputin says that the first 10 levels 
are the easy ones, and then they start 
to get a little harder. In fact, if you 
use your common sense, the first 25 
are pretty simple — they just take a 
little more thought. For example, you 
only get five seconds to complete 
this one, but study it and you see 
that the lone bomb on the right, 
when shoved off thededge, will 
explode all of the others. I've spoilt it 
for you now. Sorry. 
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At various points throughout the 100 levels you're faced with something 
like this: a really complicated puzzle with a time limit of ten minutes. In 
some spaces you need to get rid of all the shapes, in others you must 
replace them with diamonds. At the top, somehow, you have to switch the 
blocks between the teleporters and get rid of the diamonds and bombs. 


them around, like a sliding-block puz- 
zle, until the two sides match. 

The coloured squares are like 
sheep, just moving exactly where you 
put them (you obviously know sod-all 
about sheep, Andy... but | forgot, 
you usually drug them first, don't 
you? — Harry.), but they are affected 
by gravity, so if you move them up in 
the air they'll fall back down again. 
Sometimes ‘to match one side with 
the other you'll need to lose a few 
», blocks, and that's 
ae! where the bombs 

















r* scome in; or you might need 


to fill the screen with diamonds 
, which multiply on impact with 
— other blocks. 


At first glance, each level loole 
very similar to the last, but this is the 
programmers’ clever ruse to hice 
fiendish, brain-twisting puzzles whic 
become more convoluted as the 
game progresses. The first ten level 
or 50 are easy-peasy, Just to get you 
used to moving the blocks and stu® 
around, and there's also a deme 
option which gives you an idea @ 
how to play. With this device 
Rasputin has succeeded in pitching 
Clockwiser at newcomers as well a 
experienced puzzlers. So the chan 
are, if there was ever a game to a 
your Mum and Dad interested in yout 
Amiga, it's this one. But will you Be 
wanting to play it? Let's see... 
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There are eight different elements making up 
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Available in a variety of gorgeous colours, Grav Blocks can be 
moved and bombed. Also, if they don't get any support, they fa 
to the ground — hence the ‘gravity’ bit in the chat 
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to gravity. So, they can be blown up or moved, but leave ‘em 
alone and they just hang around. 
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Although many of the screens contain bombs, diamonds and other distrac- 
tions, some are simply sliding block puzzles. There are no hidden traps here, 
you just slide the blocks around until the pattern on the left matches the 
right. Seems easy? Well, remember there's a time limit of less than a 

minute to do it in... 
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able to stand. For those player who champ at the bit for more puzzle 
action, Rasputin has even sneaked a screen editor into the bargain. Using it 
like a paint package, you can knock up new levels in minutes — so in theo- 
ry you should never be bored! (Unless you have to set puzzles for yourself, 
in which case you're very sad.) 


There are 100 levels in Clockwiser, more than the average human would be 


BOMES 

rele Ma Ma at alte ee 
drop one, it explodes and takes out the surrounding biocks. 
Handy, if you need something rubbing out 


pee ek 

Like Bombs, you can move Diamonds around, but don't drop 
them. Hf you do they multiply, surrounding themselves with loads 
eM Me Gls ia- 


See oe ee 
The Sandstone blocks can be bombed, but not moved. Like the 
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DE-GRAVITISERS 
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They can be moved, and destroyed by bombs 


TRANSPORTER PODS 

Always found in pairs, Transporters can move an element from 
a ee i me a te ea 
Se moved or bombed 








1 really can't make up my mind 
whether | like Clockwiser or not. | 
enjoyed playing our 10-level 
coverdisk demo, and | relished the 
idea of the full game with its 100 lev- 
els and everything. But now I've 
reached level 20-odd of the real 
McCoy, and I'm definitely not relish- 










ing the prospect of playing through 
another 75 to reach the end. On the 


surface, Clockwiser has quite a lot 








going for it: it's bright, colourful and 






the music's quite catchy. Probing 






deeper, there's the game idea, which 







is an interesting variation on the 
usual puzzle theme. And it’s very well 
programmed, with a password for 
each level, and an excellent control 
system. Clockwiser's real problem, 
though, lies in its sameness: each 
level looks and plays almost identi- 
cally to the last. After reaching level 
26 in about five minutes, | then sat 
there for an hour or so pondering the 
blocks and shapes before giving up 
and skipping to the next level 
(because | have the cheat, you see). 
The last thing | want to do is to give it 
a bit of a hard time just because | got 
stuck; | just think that a bit more variety 
wouldn't have gone amiss. Perhaps a few bonus screens in- 
between levels, or some more sound effects, but definitely 
less predictability in the gameplay. The programmers had the 
right idea with the intro — a cute animation which explains 
the point of the game — so why did they stop there? Why 
not have animated blocks instead of just coloured ones? Why 
not anti-grav blocks that make things fall upwards, or 
chameleon blocks which change into something else on con- 
tact. Oh, yeah and an ‘Undo’ feature to rub out your last 
move would be a good thing to have as well. Of course, if 
you can stand staring at screen after screen of coloured 
shapes then you'll probably get along famously with Clock- 
wiser, because it is essentially a good, challenging puzzler. 
If you liked Rubik's Cube you'll love this. And it's nearly as 
cheap, so there. 


Rasputin is releasing a Clockwiser on CD32, fea- 
turing 150 more levels and a quality soundtrack. 
It's planning an 41200-specific version too, with 
enhanced graphics but the same 100 levels. Both 
should be out by the time you read this. 
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ust before | wrote this 
review | had a quick read 
through Beard-face'’s 
Work in Progress last issue, 
just to see if there were 
any jokes in there which 
| could steal. Of course 
there weren't, but 
there was an interest- & 
ing piece about Kid 
(ahem) Chaos’ story- 
line. Under pressure 
for a plot, Nick (the PR 
bloke from Ocean) 
contrived this story % 
about a young caveman 
being kidnapped by “sci- 
entists from the future,” 
who took him, along with 
his club, forward in time. As 
his sub-atomic particles danced 
and marched their way towards the 
21st Century, they accidentally got 
mixed up with other particles belong- 
ing to a natty red jacket and blue 
pants. Naturally the particles mixed, 
and out emerged our Kid, wearing 
said strides. 

Realising that Nick had obviously 
gone completely bonkers, | closed the 
mag and opened up the package 
containing Kid Chaos and headed 
straight for the “official” story. Here 
we are: happy-go-lucky cave-kid, 
good... evil scientists kidnapped, 
fine... transported to 21st Century, 

r... forced him to wear modern 
clothes... oh, dear! 

But there’s more. Get this for 
great piece of contrivance: Kid over- 
hears the evil scientists talking, and 


discovers that the power sources for 
the forcefield, which prevents him 
from returning home, are disguised 
as “scenery.” By this it means flow- 
ers, light bulbs — anything which 
looks vaguely fragile and can easily 
be broken with the Kid’s huge trun- 


cheon. Of course, if the Kid could 
break enough of these “power 
sources,” he might just be able to 
get rid of the forcefield and go 
home to Mummy. Mmmm. 
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The parallax scrolling is amazing, especially on this and The 
. Secret Garden levels. Imagine the mountains in the distance mor 
ing slowly, the island moving slightly faster, and each row of 
rocks moving successively quicker until finally, the main level 
moves the fastest, and you've got the idea. This adds an incredible 
lusion of depth to Kid Vicious. 


ery em ee ee alae 
I}: Kid Vicious does tend to slip back into “dull 
platformer" mode from time to time. If you 
{ really like swinging maces then it won't 
Te ee ee 
especially when the momentum invariably 
carries you headlong into them 


So, from that, can you guess what 
the game's about? Yep, it’s a plat- 
form game where you run around 
and hit things. Surprised? Luckily, 
though, this particular Kid has 
enough zip to counter the 
cheesy plot. On first look 
it seems to do the 
business: fast 
scrolling, huge 
levels,  miulti- 
layer parallax, 
loads of ene- 
mies... and it 


a seems to play 


quite well, 

too. With all 

that going for 

it, could this be 

the end of Zool's 
reign as king of 
Amiga platformers? 


in the Toxic Wasteland, 

one of the later levels, much 

of the scenery is picturesque but 
doesn't serve any purpose. This two- 
headed and, er, two-bodied pig, for 
example, is presumably a statement 
about post-Armageddon England, or 
something. 
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on ancient arcade machines. Spaceys, 













Playing 

around underwa- 

ter can get a bit claustrophobic, espe- 
cially when the way out's too high to * 
reach. And, of course, there are loads 
of bats as well, which doesn't help 
matters. 
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at the end they come back — with a vengeance. 
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” Plants. Sometimes they 
| have flawers, which you 
can destroy for points. Tch. 


| Viaduct. Via the M 62 more like. 


Ramp. Take a 
good run up. 


[dF go pect Faecal bocce ee baal aaa = pred eg 
ae 
Ll 


Lea” © BE) 


Going underground, or simply going into the shade from the sun, makes the Kid sprite go darker. it's called “light 
sourcing,” apparently. Likewise, when you go underwater the music and effects go all muffled, giving the impres- 
sion of —yes — actually being underwater. Yeah, it's a bit gimmicky, but it does look (and sound) effective. 


The Techno 

Fortress isn't so much 

Techno as Meccano, which reminds 
me of another Amiga platform 
game... er, what's it called now? Oh 
yeah, Zoo/. The inclusion of this UFO 
complete with the original Space 
Invaders sound (and the Spaceys 
themselves, later on) redeems any 
possible plagiarism, though. 





You're 
given 4 generous 
S time limit to complete most levels, so 
there's usually no danger of being 
forcibly kicked out of the game for 
being too slow. The Ruined City is full 
of twisty-turny labyrinths, and most 
of it’s underwater, forcing you to 
| explore every nook and cranny. 


+ = _ ee eS SSS Se 
SCORE | TIME REMAINING 

The number of points you've __ Er, the remaining time for this partic- 
amassed. Obviously. ular level, before you die. Horribly. 
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POWER PODS DANGEROUS CREATURES 
Bash hel) out of the scenery, and you'll Destroy these, and all like 
see this number decrease. Make sure it's | them, before they shi... 
at zero before you try to leave. drop eggs on your head. 
= age el 

KIDS REMAINING HEALTH 

Need. to'know how many lives Starts at 100, and reduces when 

you have? Just a-looky here, then. something hits you. Zero = Death. 
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ern society. What we have is a light- 
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and there's even an impressive num- 
ber of enemies in there too. Add to 
that the most layers of parallax 
OR, a peameromael 

heart, a thumping soundtrack, and a 
Ur em Se ea ace Ue 
MU ae ee 
game. And all this on an Amiga 500? To 
the procession of crawling, creeping plat- 
form games the Amiga has seen over the years, along with 
PC eat Bre ee Ute ok 
sive on the Amiga," we can now wave Kid Chaos and blow 
Peed ee ee MM ee a 
Pune ee ee ecm li 
the inertia makes acceleration very slow, especially uphill, 
while the momentum makes it very difficult to stop again. 
Because it's essentially a platform game, there are occasions 
PU el UR mh lls et | 
very narrow, high ledge with a death-drop either side. If you 
jump too quickly the momentum might just carry you over 
the other side — and that happens all too often. That said, 
I'd sacrifice most of my Amiga platform"games (except Rain- 
bow Islands, of course) for a copy of Kid Chaos — it's a 
heck of an achievement, and it makes you wonder what else 


zy 




















Amivision ........... 
Telephone ...... 
Core Design..:.. 
Telephone ...... 


Ea PVN TAN sibs sexuvacivadews codeneeaumeasgrecsen 


Telephone ...........0004. 


Se SCN 5 vsiicvnacmsnexcarntaaes 

PROCITE sccincerssiwivctisseruccerate 
Pe PTS OS ss ceciicawecapiensvdaxchentacaniarans 
i cra cticee tao xieenncureeeans 
PG ooo coun buvanscichssacesslasaaevieisiecss 
NOIGINONG sisi Wen Tae 
Pd LUC csc cane cacsasacnsnnvduans 
OE 5 iis kc rbowesevensdehoneenes 
Gremlin Graphics.......... 
TT VOTE i os ca cceskennsarcienteacesiaees 
AEROS oe csasceseancsevicteinscascacnkupecvasers 


= 


NuEvdenee page 74 
danke (0922) 414731 
PO ee ..Page 19 
amea ee (0332) 297797 
Page &1 
(O71) 328 2762 
jititercPOoe LBA. 
w+ (O702) 600557 
Page 74 
(O202) 2983522 
Page 74 
(O232) 626694 
hia Page 74 
(0392) 493580 
peeaaees ..Page 54 
__... (0742) 753423 
-Page I.F.C. 


SSPE wien n sans candceenidennswapsdvecaneaes (0279) 600770 
Knightraven Computers.................Pages 74 & 106 
Pap WEE nic cantabochesncanaivancumsens ween (O279) 499113 


Kompart SSSR CEPRSRPRSER ES FrRear SPRSSPCSRS PSSST FSSC PEP See 


Telephone ....... 


Addictive and 


fastest & record laps pitsiops, |bc. 


and so much mo 
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BEES 
AMIVISION SOFTWARE 
Sign driver contracts from any of the drivers, make engine and supplier deals, 
ae ihe weather conditions and forecast, call up the track information and set up your cars 
tor qualifying. Ghoose your wing settings and tyre compound as well as tuning ihe engines 


and aven training your pil crew! Then its ante the race...lhe engines rev as the drivers await 
the green light — then sudcdenty tive light changes and the cars zoom off tie grid 


FORLCOLL 
Shallienae va 


Watch the races as they unfold with three levels of highlights, monitor tyre wear and gnp lov 
als, make pitsiops. Crashes . spins, pile-ups, car failures, slop/go penaltias, weather changes, 


NOW with full 1994 season details: drivers, teams, circuits etc. 
Accursie and detailed graphics of the cars, championship 
Gircults ete, iting rans section, realistic sound fx, 
sponsors, ra, toil dre ae and constructons championsheps 
"ease moke cheques/Postal Orders payable to :- “5. RENNOCKS” 
DEPT CU, 1, CHERRINGTON DRIVE, GREAT WYERLEY, WALSALL, W56 ONE 
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ONLY £14.95 
IMB required A1200 compatible 
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ANY LANGUAGE 


Fl are seeaung new quality games & utils for is ever 


incremsing range ol titles. We pey a good royalty ang ipok 
atter cur programmers. So ft you want a FAST 


sere your program for evaluation TODAY, wa will get Gack 
fo you if @ hew day. Or for mone inte sand an SAE. 
“LATEST Fi LICENCEWARE TITLES* 
Fi-2F THE STATES OF EUROPE 5.99 Eoucaional pry covenng mos 


Word Power V2 £1.99. Power Planner v1 £7.58 
| Fi Challenge w2 3.80, Purring Spectra £3594 


"ATTENTION AMOS USERS! 


| AMOSZINE is a new quality programmers disk mag For only £2 28 


you get loads of EXCLUSIVE SOURCE GODE wither by some ol it 
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issue 2 comes with complet source 10 arcae: 


| Focadinabilen Gah al" tes cheap FO sot it 
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A time has come for someone to take the’ 
lead in selling computer games, Someone 
who cares about their customers + 
prices, someone with guarantees that no 
one can match. 


Knightraven 
Computers 


Turn to page 106 for more details. 


WANT TO CHEAT! 


Tips And Cheats 
Booklet 


Consisting of Tips, Cheats 
and Level Codes for over 
200 of the most popular 


Amiga Games 


Please send cheque/p.o. for 


£2.95, 


made payable to $5. FFORDE. 

Featherstones, Penhallow House, 
33 Carbery Avenue 

Southbourne, Bournemouth, 





Dorset, BH6 3LN 








Up dates are those days in the calendar which go up. Not down. The down dates are of 
course those which incline in a downwardly direction. Dates in the middle can be said to 
have a predilection for ‘Up’, or ‘Down’ only if they cross the meridian at all points. Andy and 
Matt are of course perpendicular to the gradient, thus facilitating these brand new examples. 






Sabre Team... the Sheraton had got both men covered. 


SABRE TEAM CD32 


Krisalis £29.99 


Fairly recently | got all excited, 
jumped up and down for a bit, and 
then told you to go out and buy the 
A1200 update of Sabre Team. Well, 
it's time to get the trampoline out 
again, because the CD32 version has 
just arrived in my lap, and I've much 
the same story to tell here. 

You may remember that the origi- 
nal Sabre Team was let down by the 
long periods of time spent looking at 
a static screen while the enemy took 
their turns. This was eradicated in the 
A1200 and, of course, this problem 
no longer exists with the CD version. 

Sabre Team is a strategic game, 
with the player acting as the non- 
active commander of a elite squad of 
SAS types. There are a number of dif- 
ferent scenarios to be played 
through, ranging from embassy 
sieges with hostages to rescue, to 
POW camps in the middle of the jun- 
gle. The game is played as a number 





ae 
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of turns, with a number of move- 
ment points available to each char- 
acter used to shoot, move, arm 
weapons, prime grenades, etc. You 
can work with a team of between 
one and four soldiers in any one mis- 
sion, chosen from a possible line up 
of eight — each with varying 
attributes (i.e. some are better 
marksmen, some are stronger etc.) 

The CD version includes all of the 
speech samples and music that 
appeared on the A1200, and appears 
to be a direct port from the afore- 
mentioned machine. 

I've always enjoyed this game, 
even when it had the painful ‘enemy 
turns’ wait, and | would recommend 
this to anyone who craves for some- 
thing a bit deeper than the average 
game. Top notch strategy stuff — 
just watch your back in that jungle 
scene! [MB] j 
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HEIMDALL 2 


Core £34.99 


Heimdall’s back, and this time he's 
two. (Yes! We like that joke, don't 
we? Even though it's not at all 
funny.). Anyway, the truth is that 
Heimdall two was pretty bloody bril- 
liant on the standard machine, but 
now he’s come back again, sprinkled 
with rainbow drops the flavour of 
lemon A1200s. 

As you may know, Heimdall has 
returned to challenge the evil god of 
mischief, Loki, and has brought his 
girlf Ursha along in the hope of dis- 
tracting any nasty Orks with her legs. 
Or something. You have a full inven- 
tory of weapons at your disposal, 
along with a selection of magical 
rune stones that can be arranged in 
a number of patterns to produce a 
variety of offensive, defensive and, 
er... other spells. Many quests with- 
in quests will be thrown your way, 
as you traverse the large and often 


unfriendly lands with funny names 
— you know, Midgard, Didguard 
and Rightguard — that sort of thing. 

Though owners of the A500/600 
version had to deal with four disks, 
41200 owners are able to enjoy 
seven blue square things just chock 
full of hot Heimdal! action. 

The gameplay is exactly the same 
as the original, but now A1200 own- 
ers are treated to full, gorgeous, 
superb, wibbly-dibbly,  super- 
coloured graphics, which have never 
been seen before. In Heimdall 2. 

if we bothered doing all the 
scores in Updates, Graphics would 
definitely be bumped up by a good 
few percent, but as it stands | don't 
feel the need to expand upon Heim- 
dall 2's already impressive score. 
Therefore, it receives an intensely 
impressive... [MB] 


OVERALL:90% 











JAMES POND 3 CD32 7 


Millennium £34.99 


The June issue of The One was a 
veritable feast of high scoring 
games. We_had Elfmania with 
ninety one percent, Bump ‘N’ 
Burn with ninety percent, and 
Last Action Hero with eight per- 
cent. Ahem. 

James Pond did pretty well for 
himself, commanding an enor- 
mous four page review, ending 
with an overall score of ninety 
percent. Not too shabby, really. 
Well — as | like to start all of my 
Update reviews — he's back 
again, accompanied by a rather 
attractive CD thingy. 

James Pond 3 — Operation 
Starfish — is an immense plat- 
form game, piled high with 
touches of Mario, Sonic and er... 
James Pond 7 and 2. You have to 
work your way through an 
impressive number of levels, com- 
plete with bonuses and hidden 
levels, as you attempt to thwart 
Doctor Maybe's plans to take over 
the moon. Or something. 

The game remains faithful to 
the A1200 version, complete with 
all of its speech, music and glori- 
ously colourful graphics, only with 
a much improved control method 
— i.e. the joypad. 

| think this is the first game 
that has really benefited from the 
CD32 joypad (probably due to its 
conversion from the Mega Drive) 
and you can now sit back, well 
away from your space bar (not 


James Pond aise 


‘Oa: es on 


Pond struggled to come to terms with his horoscope. 


that you get one with CD3?s) and 
access everything you could pos- 
sibly want. 

With the A1200 version, to 
access the speed option you had 
to toggle using the keyboard, 
now you just hold down an addi- 
tional button and — Hey Presto! 
— Bob’s one of your relatives. You 
can also jump, pick up numerous 
objects, and fire using the joypad, 
and once mastered, this really 
does add to the continuity of the 
game. Really, it does. 

| also feel compelled to let you 
know about the package you'll be 
receiving when you purchase your 
copy of James Pond 3, as it really 
adds to the value. Apart from the 
manual, you'll receive your F.I.5.H. 
briefing dossier, containing (deep 
breath) an Agent Identity Card, 
and Agent Code Book, an Agent 
Training Handbook, a Recognition 
Manual, a cut-out James Pond 
mask (| haven't made mine yet), 
tons of stickers, a ruler, and some 
games to play once you've made 
your gang. 

| realise that all of this is aimed 
at the younger games player, but 
| think you have to congratulate 
Millennium for making such an 
excellent effort. So, all said and 
done, this doesn't improve on the 
A1200 version enough to earn it 
any more marks, but at ninety 
percent, who's arguing? [MB] 


OVERALL: 90% 





cheesier than a sock and insole pie. 
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Frontier... 








Frontier CD32... The Federation had converted to leaf-drive. 


FRONTIER CD324 





Gametek £29.99 


Frontier. Bloody hell. That was an 
exercise in promotion and super- 
hype, wasn't it? Well, it worked; 
thanks to the likes of us (i.e. your 
supper soaraway The One) no games 
player was left in the dark when it 
came to the ‘sequel to poo on all 
sequels’, and as a result, the 
moment Frontier was released, it 
was on and off the shelves before 
you could say “that David Braben 
must be rich". | think it's quite safe 
to say that all the magazines got a 
bit carried away with themselves 
and awarded all sorts of silly marks. 
So, let's have another look at it shall 
we? And this time, perhaps with just 
a tad more self-control. 

Frontier — in case you've only 
recently gained the use of your eyes, 
ears, hands, feet, and general senso- 
ry functions — is a space adventure, 
filled with missions to be completed, 
commodities to be traded, and bat- 
tles to be, er... battled. There’s no 
restriction on the way in which the 
player approaches the game, allow- 
ing him or her to be a nice person, a 
nasty person, and assassin, a miner, 
a courier, a git, or Steve Iles’ hair. | 
think you get the point. 

One of the complaints thrown 
Frontier's way, was the control sys- 
tem, necessitating Paul Daniels-like 
digit manipulation between mouse 


and keyboard. Some mastered it; 
others got very cheesed off and 
wept. Needless to say, the joypad 
doesn't make things any easier this 
time around, and neither do the 
complete lack of instructions regard- 
ing its use. 

As before, the Frontier package is 
a large and impressive bundle, filled 
with books, maps, manuals and, oh 
yes — the game. The difference 
between the original and the CD32 
game is pretty much just down to 
the control, with the joypad switch- 
ing between ‘real control’ and 
mouse controlled activities. This isn't 
too bad for general play, but makes 
combat even harder than it was with 
a mouse and keyboard. The main 
problem here is that as you jump 
between mouse driven activities and 
actually flying, you invariably have to 
leave the ship ‘undirected’ as you 
scrabble about trying to target ene- 
mies, lock missiles, identify ships etc, 
etc, etc. 

The CD version of Frontier has 
been enhanced in no way, and 
though the game remains impressive 
in its size and the challenge it offers 
the average games player, it's going 
to take a REAL elite player a while to 
get to grips with this control system. 
[MB] 

OVERALL: 80% 





MYTH 


System 3 £14.99 
With graphics created by Robin Levy, 
an artist fast becoming a legend in 
his own lunchtime by creating Ruff 
‘N’ Tumble (see page 46), Myth was 
one of the better arcade beat-'em- 
ups around on the Amiga a couple 
of years ago. Released around the 
same time as the ill-fated First Samu- 
_rai (although | wouldn't like to say 
whichwne came first), both games 
are very similar in appearance, 
gameplay and, er, everything. 

So now, we have it on CD32. A 
reasonable 15 quid buys you a game 
which, while it’s not likely to set 
your trolleys ablaze, just might satis- 
fy your craving for a beat-'em-up 
before Second Samurai comes out in 
a couple of months’ time. It’s no dif- 
ferent to the original floppy version, 
but that’s really no bad thing 
because it was probably ahead of its 
time .The title comes from the four 
levels which our unnamed hero must 
run roughshod through, wielding 
daggers and axes against the dis- 
gusting, creepy hun that lurk within. 








Roman, Greek, Norse and Egyptian 
mythological lands await our guy, 
and according to the blurb he 
“would need to use all his arcane 
knowledge of mythology and lore to 
survive.” Well, he'd need to be able 
to hack ‘n’ slash, anyway. 

It’s getting on a bit, sure, but the 
different graphical styles and the 
variety of mythical enemies provide 
a tough challenge. Sadly, though, as 
with System 3's Super Putty, you 
need to move up on the joypad to 
jump again. That's really the only 
niggle, although it’s a big one 
because it makes the game frustrat- 
ing to control — and it's pretty diffi- 
cult anyway. But, hey, you can plug 
a joystick in instead of the joypad, 
and suddenly the game gets a whole 
lot easier. 

As a beat-'em-up, as a graphical 
showcase, or as a quick education in 
Clash of the Titans-style mythology, 
Myth works in a number of ways. 
Good stuff. [AN] 

OVERALL 84% 





Lionel had the devil of a job forking out the allotment. 





System 3 £14.99 


"Real hatred is timeless,” reads the 
Ninja 3 blurb (presumably written by 
one of the people who recently had 
their Rolex nicked by Beastie Boys 
fans). I've never played the original 
game, but | have read the glowing 
reviews — and boy, was | looking 
forward to a bit of nunchaku-wield- 
ing action with this one. 

I'm disappointed, though. You 
see, there are a lot of good points to 
Last Ninja 3, but gameplay isn't one 
of them. Looking like an isometric-3D 
version of the old Spectrum game 
Saboteur, the graphics are drawn 
using some kind of revolutionary 
technique, apparently, where each 
screen is calculated as you move into 
it — or at least, it was revolutionary 
two years ago. The fact is, isometric 
3D scrolling is quite commonplace 
these days, which makes Ninja 3's 
flip-screen movement look pretty 
dated now. But hey, it works. 

The real problem lies in controlling 
your Ninja, which is incredibly trus- 
trating. Remember in Marble Mad- 


ness, where your marble was posi- 


tioned atop a huge stack of blocks — 


The rhododendron grasped Chang firmly by the wrist. 


LAST NINJA 3 





and if you slipped off the blocks you 
fell to your death? (It, indeed, a mar- 
ble can die). Well, imagine that the 
marble was a Ninja warrior and you'll 
have some idea of the situation, 
because the whole land is littered 
with narrow, grassy walkways with 
death-drops to either side (a bit like 
the Cambridgeshire Fens, but with 
more buildings). Move one pixel too 
far on either side, and you'll literally 
drop dead. 

Now that would be (kind of) all 
right if the controls were easy to use, 
but the game tends to get a bit flus- 
tered when you move, and starts you 
walking in another seemingly ran- 
dom direction instead. When you've 
got at least one enemy homing in tor 
the kill on each screen, you could 
really do without battling with a fid- 
dly control system as well as trying 
to beat him up. 

| can see why people liked the 
original, and if you don’t mind 
spending ages getting used to the 
controls then go for it — but for 
me, it's just a bit too dated. [AN] 

OVERALL 70% 








REPLAYS 











Roll up! Roll up! Get your bargain bumper bootiful bottom, er... ballistic, oh... er, bugger. 
Damn! Never mind, just because we've run out of silly words (or wrods) beginning with B, 
that doesn't mean that Matt and Andy haven't got an enormous chunk of Replays to 
review. Oh no. In fact, there's tons! 


THE FINAL 
CONFLICT 
Impressions 
Tactix 

L/S 


As the words of that funky song so 
eloquently put it: ‘War. Humph. What 
is it good for? Well, absolutely noth- 
ing’ was the inspirational answer but 
that hasn't stopped Tactix re-releas- 
ing The Final Conflict, a simulation of 
power, politics, global wartare and 
men in dark sunglasses swapping 
coded bananas on South American 


street corners. 





Hmm m, | don't trust those Russkies... 


It is the future. Diplomatic 
attempts to ease East-West tension 
have failed and all-out war has been 
dramatically declared. As the Prime 
Minister, President or Dictator of your 
choice, you must use diplomacy, espi- 
onage and some very big guns to try 
and win this terrible er... war for 
your country. 

AS supreme commander in the 
final battle, you can direct your land 
and sea forces against the enemy 
and, using secret agents, snaffle 
secret enemy strategies and attempt 
to persuade wavering neutrals to 
become allies. You see, while sending 
tank divisions rolling into Colombia 
may be fun and impressive, it's not 
going to win you any friends in the 
long run — nobody likes a military 
smart-arse. 

But it's not all about tanks 
and nuclear warheads. No, a 





good war (if there is such a thing) 
can only be fought with the back-up 
of a solid supply line, and in The Final 
Conflict, you must not only be a bril- 
liant tactician but successfully juggle 
your country’s economic resources at 
the same time. Producing more ships, 
weapons and factories means you 
have a stronger military punch, but 
get the balance wrong or neglect the 
needs of your own people and your 
military machine will grind to an 
embarrassingly halt. 

You can't just dip into The Final 
Conflict for tive minutes, because it's 
an absorbing and enthralling game. It 
doesn't boast the prettiest graphics 
in the world, but if you're prepared 
to sit down and persevere, you'll 
soon find that beneath the maps, 
stats and charts there's a decent 
game struggling_to be noticed. If 
you're a fan of the board game Risk 
but don't have any friends to play it 
with, why not load up The Final Con- 
flict and take on the world? [AN] 


QUEEN 79%) 


THE 
EXECUTIONER 


Tactix, 
£7.99 


Anybody remember Thrust? No? Well 
like Fly Harder reviewed in the April 
issue, Thrust on the old Commodore 
64 (and Spectrum — Matt ‘Sinclair’ B) 
was a ludicrously simple but highly 


SLIDERS 
Titus 
£7.99 


| Cyberbloke. Not in the eva bas wd 
“Digital information fed directly 


into his optic nerve, producing 
the total illusion of speeding at 
an impossibly high velocity 
across a polygon playfield. 
Where was the Cyberpuck?” 


Obligatory ‘lost his marbles joke’. 


Hmmmm. it seems an elaborate 
ruse but Sliders from Titus, a 
| game that looks uncannily like 
_ the arcade classic Marble Mad- 
| ness, apparently doesn't have 
_ any marbles or indeed any mad- 
ness in it at all. 


Oh, it has rolling spheres that 
look a bit like marbles and the 
game is played on a scrolling, 
isometric playfield, but there, 
says Titus, the similarity ends. It 
doesn't jump on the Marble 


Madness bandwagon at all and 


there's not even a hint of crazi- 
ness, lunacy or dementia any- 
where. No, how could | even 
suggest such a thing. Take me 
outside and horsewhip me until 
I scream for mercy... Make me 
eat poo... Force me to read 


So if this isn’t Marble Mad- 
ness, what the hell is it? Well, 
Sliders is a sport — a Cybersport 
to be exact — and the aim is to 
shoot a Cyberpuck into your 
opponent's goal, Each player 
takes control of a small sphere 
— a Slider — which can be 
moved around the gameworld 
with the joystick. When a Slider 
gets close to the Cyberpuck, 
pressing the fire button initiates 
a force field which captures the 
puck and allows the Slider to fire 
it at the opposing goal. 

And that’s really all there is to 

it. Sliders is a sort of Cyber-net- 

ball with two players — 

| iit has all the trappings of 

| the cyberpunk theme 

plus the sheer, 

adrenaline pumping 

frenzy of excitement that 

is netball (zzzzzz). Initial- 

ly it's a lot of fun, espe- 

cially when played 

against a friend in the 

split-screen mode. But 

despite the fact that you 

can alter some of the 

game parameters (i.e. 

| you can change the 

_ power of the force field, 

the friction, the amount 

of gravity exerted on a Slider 

etc.), after a while the game gets 

very, very, very dull indeed. 
Very. Dull. indeed. 

At a budget price, Sliders 
may seem like an attractive 
proposition but if you're looking 
for a futuristic sport that's defi- — 
nitely not like Marble Madness 
at all, you'd be better off else- | 
where. [AN] 


SEILIT 63%) | 











Interactive thumbscrews, by crickey! 


addictive game. You controlled a 
spaceship, which you flew by rotat- 
ing, using tiny amounts of thrust to 
power it forward. The idea was sim- 
ply to descend into deep, heavily 
defended lunar caverns, pick up a 
spherical pod and to escape back up 
to the surface. 

In The Executioner, re-released by 
impressions, you not only get all the 
arcade benefits of Thrust and Fly 
Harder, but there's a strategic ‘find- 
the-electronic-key-in-time-to-save-the- 
galaxy’ type quest thrown in there for 
good measure as well. 





I'm the one in the podule... 


The aim of the game is to assassi- 
nate the pungent leader of the Gar- 
garoths and the only way to find him 
is to seek out this elusive electronic 
key which, in true quest style, has 
been split into four pieces and scat- 
tered around the galaxy. All you have 
to do is fly to different planets, col- 
lect fuel pods and capture stranded 
pilots. Once caught, you can then ask 
the pilots for information and, if 
they're a bit reluctant to talk, you can 
brutally torture them until they blubb 
their secrets and beg for their mums. 
Obviously Impressions is keen to 
point out that The Executioner is set 
in the barbaric 22nd Century and tor- 
ture is not condoned in any way, but 
nevertheless it really is strangely sat- 
isfying to electrocute a pilot in the 
pursuit of knowledge. Mind you I'm 
a bit of a revolting pervert, me. Heh, 
Heh, Heh. 

All in all, | think The Executioner is 
still a great game and with the fiddly 
flying sections, the weapons shops 
and the torturing, it will keep you 
occupied and amused for a long, 
long while. At its new bargain-buck- 
et price, it's doubly attractive, so if 
you didn't catch it first time around, 
have a look now. [AN] 
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Hit Squad 
£12.99 


Despite the popularity of athletics — 
thanks mainly to Linford Christie and 
his infamous lunchbox — I've always 
been extremely dubious about trans- 
lating the sport into computer game. 
Events like shot-putting, javelin or 
even 1500 meters don't really work 
and despite chucking in new graph- 
ics, better animation and stereo 
soundtracks, the gameplay always 
boils down to one, unavoidable 
thing... and that’s joystick waggling. 





Obviously, | don't do steroids... 


Whether you're hurdling those 
hurdles or ploughing your way up 
the pool in the 50 meters butterfly, 
you've got to throttle your poor joy- 
stick almost to breaking point if you 
want to shave a second off the 
record or go for a gold medal. But 
then what good is an athletics sim if 
you don't put a bit of physical exer- 
tion in, eh? 

Based around the Barcelona 
Olympics, Ocean's The Games is a col- 
lection of over 30 athletic events that 
includes all track and field disciplines 
(sprints, hammer, discus, long jump 
and so on) plus competitions for 
swimming, diving, boxing, wrestling, 
judo and even fencing. 





Give it some welly, Fatima! 


Each discipline has practice ses- 
sions, qualifying heats and a final, 
and there's a management section 
where you can train your athletes 
before the Games start, monitor fit- 
ness levels, set exercise regimes, etc. 

Hf over 30 events, joystick waggling 
and team management weren't 
enough, The Games also contains a 
statistics and reference section, 
where you can call up information 
about the 1992 Barcelona Games, 
the events, the people, and the 
pathetic cuddly mascot. 
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lf you like this sort of thing, at its 
new budget price The Games isn't a 
bad buy. But, that said, it isn't a stun- 
ningly exciting software experience 
and if you want sheer athletic excite- 
ment (but don't want all the exercise 
that goes with it) why not pop down 
to your local arcade and see if they've 
got a Hyper Sports machine. It may 
be old but it’s a damned sight more 
betterer, so nah! [MB] 


Hit Squad 
£12.99 


No, road rash isn't something you get 
after cartwheeling over the handle- 
bars of your mountain bike and slid- 
ing 15ft over the tarmac on your 
face, it's actually a fast and furious 
racing game with souped-up motor- 
bikes. (That is the most crappy intro 
ever — Simon). 


rep ws TR fe eee 
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Give plenty of time before signalling. 


Like Outrun, Crazy Cars 3 and 
Bump ‘n’ Burn, Road Rash uses a 
chase-style view as you sit astride 
your powerfully throbbing machine 
hurtling along the highways. Obvi- 
ously the point of these races is to 
win, but forget what your mother 
told you when you were young 
about how it's not the winning but 
the taking part that counts — that's 
a load of old tosh. If you win races 
you earn more money. If you have 
more money you can afford a bigger, 
louder bike. And how do you win? 
Well, you punch your opponents in 
the face, of course. 






Huge Ryan Giggs Sale !!!— Ip Off while stocks last!! 


In Road Rash you can race on five 
highways against 14 fan-tastically 
hostile opponents who'd like noth- 
ing better than to see you smash 


headlong into a tree at 120mph.. 


And you don't have to beat your fel- 
low bikers by sheer skill and speed 
either, you can just ride up next to 
them and beat them about the head 





The incredible shrinking car. 


with a club, It's easier and more 
hygienic, too. 

Road Rash is an interesting vari- 
ant on the tired old racing theme. 
With traffic cops to outrun, bikers to 
bash and cash prizes at stake, the 
game moves at a frenzied pace and 
if you're an Outrun fan you might 
just want to take a look. Unfortu- 
nately, there is no massive depth to 
the gameplay and as the chase/race 
genre begins to run out of revs, you 
might well find that you become 
catatonic after 30 minutes. But then 
again you might not. [MB] 


Hit Squad 
Platinum, 
£12.99 


A couple of weeks ago, | was in the 
rather unfortunate position of going 
on holiday, just as the World Cup 
started, with a fairly football fanatic 
fella (nice onomatopoeia, young 
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man — Harry). As you can imagine, 
with up to three matches on the go 
every evening, | spent a lot of time 
watching him staring at televisions 
screens in Corfu bars, dancing on my 
own and drinking myself into an 
Ouzoulus stupor. As if that wasn't 
sad enough, once the ‘real’ football 
was over, we'd then proceed to a 
small bar near our apartment where 
we'd play arcade football. It is then 
with some, er... ‘happy nostalgic 
memories’ that European Football 
Champ appears on my desk — and 
blow me it isn't an exact copy of the 
arcade game I'd been stuck on! Brill. 

Most of you should be familiar 
with this particular footy game as it 
seems to be the one that crops up 
most frequently in pubs, clubs and er, 
airports. It's the side-viewed one, 
where the fat, bald ref keeps falling 
over, the screen zooms in when ever 
something exciting happens, and 
when the ref’s not looking (or laying 
on the grass) you can perform a sort 
of flying “knee in yer face’ illegal tack- 
le that’s popular on the school play- 
ing fields, Probably. 

This is a quite impressively accu- 
rate conversion, with everything 
crammed in there nice ‘n’ tight, only 
lacking the speed and smoothness of 
the original. The controls are neatly 
arranged, with either a single tap or 
a quick double-tap accessing low or 
lobbed shots for attack, and sliding 
tackles, illegal tackles and punches on 
the, er... defensive side of things. 

Special moves like over-head kicks, 
flying headers and back-passes are all 
initiated automatically depending 
upon your position and the height of 
the ball when ye olde fire button 
depressed be, 

You can choose from nine teams, 
and play as either one or two players, 
with the two humans either playing 
against each other or in co-operation 
on the same side against the com- 
puter. Other than setting the length 
of the matches, there's not a lot more 
to tell, but this is a fair footy game 
that, while not looking as attractive 
as your state-of -the-art football stuft 
today, it certainly outdoes many of 
them in terms of playability. [MB] 
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San Marino 5, Wales 0 (tee, hee). 
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WORLD CUP 
YEAR ‘94 
Empire 

£29.99 





Another extravagant Maradonna 
handball... 


| With World Cup USA ‘94 now just 
a pleasant memory (apart from 


the fact that | had a fiver on 
Colombia and they all played a 
bit like that bloke with the high 
voice and the questionable hair- 
do out of The Stylistics. Valdera- 
ma — Valeriesingleton, more 
like.), it's a litthke known fact that, 
at first, the prospect of the US of 
A hosting the World Cup finals 
caused a great deal of worry. 
(Actually everyone knows this, 
but let’s bear with Andy for a 
moment or two to see if he’s 
going to make an interesting 
point — Harry.) 


the covering tackle... 
Indeed, 


rumours that the 
wanted to split the game into 
quarters, replace throw-ins with 
‘kick-ins’, introduce sudden- 
death overtime instead of penal- 
ty shoot-outs and worst of all, 
they apparently wanted to make 
the goals wider to make it easier 
to score — blasphemy! Blasphe- 
my! (Hmmm, not very interest- 
ing, | think you'll agree, but a 
pleasant diversion from the 
ire et 5 
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deafening roar of endless 
statistics... 








consternation was — 
rampant. There were strange — 
Americans | 


tedious business of reviewing 
Amiga games — Harry.). 

But, thank Zeus, our beloved 
national game has remained 
unmolested, and if you're not 
already sick to death of comput- 
er footy games, those luvverly 
people at Enipire have crammed 
four of the best examples of 
kick-about brilliance, Sensible 
Soccer, Striker, Goal! and Cham- 
pionship Manager 93/94 no less, 
into one value-for-money compi- 
lation package. 

Using Sensible Software's 
famed ‘tiny geezer’ technology, 
Sensible Soccer uses small, well 
animated players and a zoomed- 
out pitch view to create a highly 
addictive and tactical game. 
Unlike games such as Kick Off 
and Empire Soccer, you don't 
just have to hoof the ball up the 
pitch and squint at a pitch radar. 
Because the players are small, 
you can, as a result, see more of 
the action and with the intuitive 
control interface (i.e. when you 
move the joystick left, the player 
goes left — Harry.) — which 
includes aftertouch — you can 
easily string complex passing 
moves together. 

Dino Dini's Goal! on the other 
foot, is a different vat of attrac- 
tive sheep altogether. With 
chunky players and a pitch radar, 
Goal! boasts more options than 
you can shake a 70,000 seater 
stadium at. If you liked Kick Off 





quick, make it clean. 


then Goal!, which is a tweaked 
and enhanced version of the 
game, is a highly playable and, 
dare | say it, Milud, good cure for 
Sensible Soccer thumb. 

Striker is the third arcade 
football game in the package 
and is distinctive because it 
abandons the top-down view- 
point used in both Sensi and 
Goal! and chooses instead to use 


in any of its various incarnations, 





im completely bored with footy. Go on, pull the trigger, Si. Make it 
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a 3D chase-style view of the 
action. While this is indeed inno- 
vative — only Infogrames’ Planet 
Soccer uses this view — Striker | 
isn’t as playable as Goal! or 
Sensi, and hoof-and-run tactics 
definitely apply. 

Last and by no means least, 
World Cup Year 94 also includes 
a | thinking-man’ s football ‘cae 
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Domark'’s highly acclaimed 
Championship Manager 93/94 is 
a complex football simulation, 
featuring all the major domestic 
competitions, promotion battles, 
relegation fights and statistics 
coming out of its ears. So, if — 
ven ‘ve prone your ee = on 


any of the above, CM is a much 
quieter, footy experience. 

All in all, if you're a football 
nut and you'd like four games 
for the price of one (and who 
doesn't?), check out this compi- 
lation. There's something here _ 
for everyone. Honest. [AN] | 
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stunning World Cup football 
management. you can even turn the 
clock back to the qualifiers. but this time 
you make sure England get through! 
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Out: End June, PC, Amiga Imeg, Amiga 1200 
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Macphail. meticulous detail and realism 
with sensational animated graphics and 
irresistible presentation. this game will 
inspire the football strategy genius in 
you. 
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This month's helping of pointed game-flavoured 








Pe ee tee ee 


o help you become a winner in 


the CD32's leading beat'em- 


i WeMe Alaa liee lel ele] ee 


now tell you all the very greatest hints 
and fighting tips as used by myself and 
ite ee 

Here, in my opinion, are the top six 
eI dC e we Oem ee 
moves broken down into abbreviations 
according to the table below. 
Remember, the best way to become a 
Wry aC Mm its elm Me eee) 1c 
but effective combinations of moves... 


Craig Jones, Team17's 
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following guide to 
TE trey 











Peel 

Seo el acel eters ay) 

D = Diagonally 

T = Toward opponent 

A = Away from opponent 

em em sac Cte e tema Le La 
normal moves) 

G = Green button (usually 

Pir le MeO ee] 
miele mse aCe mee cate] Male 
B = Blue button (Block) 


















BODY BLOWS 


Danny/Nik 
Mar oe CM ileet aCe cele (aa 
er because they have very 


ATE 


ULTIM 


similar moves and so 
employ the same tech- 
niques when fighting. 


eee sear eee Mea 
advantages are their speed 
and long-range_attacks, the 
most powerful of which is the 
roundhouse kick, A well timed 
Oey ee) meee 
opponent 
unaware and seri- 
Weel 
ab rede 


roundhouse 
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Ete om ee ieee 


TT ee OR CEU ee 
sharp knee to the codlings a la James Pond 3 and climaxes 
Ce ea 


itive hero, Benefactor. Oh, there's some other stuff as well. 
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COLDER! 
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eve me Reece elias 
is the mid-air fireball (A+R while in the 
FT SMM ecm liels alae) ol ee 
ball, leaving him helpless to an attack 
Smee eee ea 
him open to subsequent hits. 

The 4-hit combo: Jump toward your 
opponent and throw a mid-air fireball 
(A+R in the air), a sliding kick on land- 
ing (BDT + hold R), a straight kick (T+R) 
POR Uen roca) 

CR a eee ee Lee 
Weleee a ERMC MIC mel ae 
them and it looks spectacular, too! 


Junior 

Wee eee [sae ea LA) 
moves and is no slouch. One snazzy 
trick Junior knows is the blitz punch 
ee a eee emi ne eee) 
damage, it also stuns your opponent so 
Tole Mem emo ee 









tively a free hit (try the uppercut 
W]e pero aes Tale Mata eeu ate a ata 
(U+R). This is also available in mid-air 
by simply pressing the Yellow button 

The 3-hit combo: Jump toward your 
opponent with a flying kick and then 
follow up with a low punch as you land 
(BOT+R}. Then execute a roundhouse 
Weaile ¥ 

Ove mele ae 
TUM) s) loge ace 


Mike 
eo) ee MTom (ere Ce eee 
eT Rael ae oe 
tough guy can join my team anytime 
eve Re Meme Cs 
ing end of a Whirlwind punch (UDT+R) 
you'll know exactly what | mean. 
ere Lace meee l te lea 
acter with his Whirlwind Special (hole 





Y), Whirlwind kick (UDA+R) and 
Whirlwind. punch (UDT+R) but, when 
Pe Mee RoR ae ecco 

ie ese eC Cece alte 
opponent with a flying kick (press R in 
the air), execute a sliding kick on land- 
ing (BDT+R), straight kick (T+R) and 
then a Whirlwind punch (UDT+R). 

Velma eG la teal earch) 
Mike does not have an uppercut punch. 
eee ime) he ee R eM hme] aes 
flying foe with a Whirlwind kick as 
they're coming down or with a 
Whirlwind Special as they land. If you 
CRUE] asm eleces a item ieee] (t TS 
button! 


Kar-ti 

Kai-ti’s strongest attack is the fancy 
triple hit kick (UDA+R) which, like 
Junior, temporarily stuns your oppo- 
nent, Kal-ti is also very quick, allowing 
mee Mele ime Mel me esl] meat 
forced into a corner. 

Ui Sees ee lem celles Musil s 
opponent with a flying kick (the Red 
button while airborne) and follow it 
Une M elms] teams) mee el dla 
eC Um aCe mere) mcr 
kick (BDA+G) which consists of lying on 
your back and thrusting your legs into 
be mete le i eS dole 
tive in defending yourself, too. 

The best strategy against aerial 
attack is the aforementioned drop leg 
ile a2] 8) ec) 


GL TE Td 4 

eRe ar ad ccs mile Celt 
RUC ae LMM Late lets |p 
eee eee itch mee em 
side — his flying kick, for example, has 
Rll Mee Meme Taeye( 
APU ea tate eT elmer od 
Also, try using his Earthquake punch as 


Cee ieee me Celia Re 
Reema me meee Mae) be a 
Mie meee Met ee ste a 


and then a sliding kick on landing 
(BDT+R), a straight leg kick (A+R) and 
then an Earthquake punch (UDA+R). 

The only real way to fend off aerial 
PACS Meme metal Ml ome diel [al ed] sled) 
ESM Meee iia ace Tals 
so the other options are to either run 
ai [ala 4 
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eee meee ame OMe 
Eee lel ane 
moves, some strong attacks and is fast 
enough to get you in and out of trou- 
ble. His Special move is excellent where 
ele: dm reli mels) sls ]i gia em ale 
lunge in with solid kicks and punches. 
SI Ae LaLa eee RU mel 
wisely as you Can only freeze an oppo- 
nent who is on the ground. 

The 4-hit combo: Yes, you quessed 
it — start with a flying kick as this gives 
you an extra hit, you see! Continue with 
SMe die ds OU ee oe al) 
gut (A+R) and the infamous spinning 
kick (UDA+R) that should knock your 
opponent senseless. 

Warra’s spinning kick is also very use- 
ful when fending off aerial attacks. 
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Ta addition... 
ee ee 
mentioned the Special 
moves is because this is the 
route to bad gamesplaying. 
MMe ele ieee ele 
REC RU ia 
certainly can't be relied 
upon; the design of ff 
WUE Come se) s) el Cole 
Ce MC 
Teme 
DC Ce 
UC CM calm 
CR meee eR MeV CLs) . 
EUAG la te ee eae eC Te 
that just when you really need to use it, 
it takes too damn long and you end up 
losing the round. 

UE PRE Leela Me aL stale 
list of who to choose when playing in 
Tag-Team mode: 


i 


UL 


fe 


LVWILAZTIAN 





| 
/ 


TAG-TEAM 
mE 
. Danny 

3, Junior 
. Nik 


eels) 

eee ele 
Peele terel 
ee ei 
15.Phantom 
CoP alias 
ee ae 
18. Dino 
19. Maria 
20. Azona 
rae rs 


o18s Agog 


Lt 
oe aad 
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. Warra 
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r ee Cam el me Late weer 

tte eI Lee a) 
WEW Retire es 
steep ice ee Me ee Tele 
weakness, they will seize the advantage 
Pe mM Eee LC ae ete 
and they will learn from your tactics. 
see RCN Mu ee 
move, the only way to win is to use the 
whole range of movements. 

Attack the opponent on the ground, 
from the air to ground and from 
ground to air. Although every champi- 
on obeys the same intuitive rules of 
control, each character has moves 
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RUS RS eae lle 
To be successful you need to learn each 
character's special attributes, and 
exploit them to the maximum. 

But wait — beating the crap out of 
NUE Ra ete ae Le 
money matters too. Each time a player 
ieee es eee Le mL 
player's bank balance to go down; and 
ae) eee ee ee ee 
in by hitting back the coin released by 
eee 

Even if you're winning on blows, you 
can still lose if you run out of money. 
Be tactical and fight some extra battles 
with lesser opponents to build up your 
tee ele 
fight the big one. Hit back 
eee eee | 
will cause more damage, 
making your opponent 
lose more coins and, per- 
haps, steer victory your 
eS Ae Riera a 

coins released during the 
Te one ee ee 
TielOm AM Umte aeee aat 
Fees) ee 
the bonus coins or go for 
ee ram Le 
eTelecare 
during the early stages of 
the game when the diffi- 
culty level is not too high, 
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The champion in the prize fight is one 
difficulty level tougher than it normal- 
Ae ome lee 

De Oa mM Lea 
PV AMC ene Rees a ete) 
for the bonus round — you should 
be able to get around 75 coins as a 
bonus on average (around 25 hit 
bonus and 50 time bonus). The 
SeMAes a eRe Cel 
ct se ata 
the bonus round seconds, up toa 
maximum of 99. 

When buying a champion fight- 
Sa ime ee Ee a 
to the fighter to add to his energy. To 
maximise your energy, check the 
TM ee mea lel 
TCM aos EMCO te thm 
much you need to reach near-maximum 
energy, and then control the amount of 
money you get in the bonus round by 
taking the coin hit bonus and adding 
the time bonus. This is totally controlled 
Se Te) a ol a TL vgs) 8 

Rl: em ee 

SLL oe) 

Na en you 
aL ae eM toe a 

\ round you could 
rts) Mee Mee ea 
eee te ea 

Peas) |e ae 

bonus of around 

Pee ol ec 
now have 245-247 

fae ues) item Later 
/ round which can give 
you a competitive edge. 
























Re se Cm CRE EL) TR of the frosted 
toadstool caps. One pointy ear floated all tattered and torn in the bottom of an acorn-cup. 
Shreds of sparkly wing littered the leaf-strewn floor. Janika surveyed the carnage. “Gosh,’ 
she thought, that's the last time I invite the Woeed-snes Ps ss FM eg] eee 





VULNERA- 
BILITY 


ee ea 
\ pretty face, Jani 
(the Pirate Elf) 
vulnerable 
PG a ae ele 
neck. Her slim 
sinewy body h 
no protective la 
eee) meee ais 
Te eee 
her in the ston 
Ela ee 
onto a winner. A 
/ legs are the lea 
WP eee h- 
Te eee 
Creme eee cere meals 
eC es eR ee oe 
ieee a ateiee] *)tcee Teaeee 
his sword. His legs, followed by bh 
chest are the next weakest. His head 
ea WT ates) te 
because he's basi- 
re] | 
they say, where 
aie ae 
sense there's 
no feeling). 
al 
sae ts ote 
a1 
Because of 
the amount of 
SINS] 9 1a eo 
(The Executioner) 15 

























carrying around, his legs 
PT nce 
strain. Kick him in the , 
oes 
to scupper him. 
eit ee: 
deceptive: the 
Executioner is quite 
Stet ae 
head is very vulner- 
able, and his hands 
Sea mt ab 
| Mee mele ance 
hit him in the stomach 
— that blubber would \ & 
“UO CaM Re 

ar blast. 

PE CRTs 
mea eee cme imme 
on who (probably Dave — Simon). His 
POMEL LCM a 
stressed out so he has 
a lot of stomach 
problems in 
Eras ela 
be surprised if 
he had = an 
ulcer. Hit him 

Lees ae De 
he'll certainly 
ee 
his head and 
hands are very 
weak so these 
make good tar- 
gets. He served a 
long time in the 

legion and he's used 
to walking, so his legs are like 
tree trunks. Except not made 
of wood. 

Tenko (the Forest Elf) is 
Eee cas ele ee RIE) 
Ja REE- Ms lees Bs mee 
want to see him cry. His 
legs aren't very strong, 
TE Aa ao 
lent target, but his 
Oleg eR (eur maul eta os) 
protect him from any 
attack aimed at his mid- 
RET oe 
very strong, muscular legs 
UCL eel ee 
out any hassle. His stomach 
and arms are much tougher than 
eed eee emote Rane 2 
eater la) Com 


DAMAGE 
INFLICTION 
PIRATE ELF 


LEME CCL eee dees eI 
her turning speed is slower. Her leqs 























FOREST ELF 

Tenko kicks better than 
most with speed and 
strength, but he isn't 
ie M aD aia el 
league. His range Is 
better than Janika 
and he has similar 
problems turning. 
ries nea 
aie h Cs 

RY ec ere tees aed 
Speed: pretty fast 
eyelet 1a eee) 

WT aca 


ICE ELF 
OFLA ee eee 
haat) although the slowest 
mover of the elves he's the fastest turn- 
er of the bunch. His blows don't cover 


lee sel eee] aa ces 


i=] a a eet 
Strength: pretty strong, weaker 
when close-up 
eyelet eae] 
esd) 
Speciality: spinning jump kick 


GUARDIAN 

Seven inflicts a small damage area due 
to his narrow blade and is much slow- 
er than the Fat King because he has to 
eC ee lee ee eee Mel eae 
inflicted at full stretch so he must stay 
eee ee males) sel ee ala 
mee A) eee eae 
speed is not very fast. Still, he 
is the quickest non-elf and 
causes more damage than 
the Fat King. 

Ate ae 

Strength: Moderate. 
Speed: surprisingly 
fast but some 
slower moves 
Speciality: 360 

| degree spin 


tte 
iene temas ie Teed 
PTAC) a ela 
ter. His big hands are 
capable of inflicting large 
FUE ee mare Ta meagre 0 ls ame 
Pees ee emake ee 
ee eel mem cen lel tee 
serious momentum). 

uta eel eb 

LP ecules ae 

ey fatale ee 

Speciality: high punch 


a 


PE eae te me Cele s[ 


cause injury in very small areas, but they amount of damage, but it is a bit clum- 


do more damage than her hands so 
watch out for those flying feet. Her 
LMC Me eer ae Lace ale 
eel eit ees ada 
are fast and cover a large range. 

Reach: very close 

Ay et Ls 

Speed: very fast 

Speciality: spinning middle kick 


ete e 
i= ag ea eet eile eg 
Strength: strong at a distance, mod 
erate close-up 
eye] abe eek EE 
Lye] a) ee Se 





HOW TO FINISH THE GAME 


fight number (PF prize fight, B 
coordinate, upper left corner is A1, letters left to right, numbers from top 
after fight coins; Dif — difficul 


Abbreviations: F —- bonus round): Cc 


AFC 


status (won or lost); 
coins hit: TB 


to bottom: § 


ty stars; CH — time bonus 


Fighters Difficulty AFC Comments 






124 
ey 
176 


PIR v PIR 
LEP eer 
3 | EXE v EXE 


rer. 


WON 
ve). 
WON 

















COIN RAIN | 


WINNING LINE E1 — E6, score 76,550 


Difficult, 













‘5 
rs 
150 


WON c 
rte ie ra 


WON vee 


FIR VILE — 
Lee 


ICE v FOR 








_E2 





EXE v EXE WON 


189 
7 Al _—*PIR WICE WON Wee tae 
8 D3 ae Te] idee he 
qB 995 CH 23, TB76 . 214 














Ce 


ie ae 
FAT vw FOR 
CH 25, TB 38 
FAT yv PIR 


Teds, 


WON _ 







a 
cd 
545 
B5 





VIiNVW4I113 





| 3 WC i J breekbbe 


WINNING LINE A6é — BS — C4 — D3 — E2 — FI, SCORE 89,650 























































POND 3 


JAMES 


Stas 
eel i Rds ee toee]s) meee el 
hidden headblocks and 
meee eT 
ee ee i | ei el ete 
of energy on a level, pause the game 
PT Mies lame es eee) 
aria) Mepmi eae eee ee a) 
have reset and so has your energy. 

A couple of frequently-asked ques- 
tions, according to Millennium, are: 

1.How do you save the game? 

2 How do you play as Finnius? 

Well, here are the answers... 

ce me ee eM ee a ml a) 
reaching the special save icons — little 
boxes with ‘S’ on them — or by killing 
an end of level boss. 

Pee ee ee ee Ra 
TULL eel ee l= 
MH EME mL ees 
uA he pes en Male 
si ele PULL ae 

ct ee a ee a 
only way to complete the game is to 
destroy all the cheese mines, all the 
Stiltoneum mines, rescue all the FISH 
Pre eee Mel esl 


GARDEN OF EDAM 
ieee em emul Bele cent 
eee Mg ea em melee) 
ERR ees] ee oa) 
a headblock next to the crashed rocket. 
If you jump on that, then jump again 
you'll find an invisible headblock — use 
this to get a map part, red cup and lots 
sale 


EAST OF EDAM 


STU LU ae eee 


CTR dae) eee 
there's a hidden headblock above this 
TREO Rs | eee eee 
ee eee Betas ate le ee 
the end of this level don't take the first 
exit pole, climb up the platforms to the 
right of it to find a cup and the second 
oem ele 


GRATER GRUYERE 

This level is pretty straightforward. 
Find the hidden block directly above 
the start position to get the gun. 
Follow the level to the right and keep 
going as you turn upside down. 
Eventually you'll find yourself standing 
WT erat eet Cle 
extreme left is the most powerful 

Perel ee am em Liem ae 


ry a — 
; - 
r 


— a 


— 





Hey nonny nonny! Have we got some James Pond 3 tips for you! Er, 


SR a ee a ee GT) 





= = 
i, © 8 » ©] oF 
a a 
i a a a i 
a a i 
ee a8 o@ 7 a! o 


=." 
re 


= 


a = 
- 7 
i. * 


GOUDA GULLY 
Run to the extreme right of the map 
eae ee] A ee 
umbrella and an extra life. Use the 
umbrella to jump left from the extra life 
block, and you should reach three 
esi eee 
TL ae ee Li 
hand feral 
because this will 
Eee] 
down. Hit the 
left switch, then 
the middle one, 
and then jump to 
Jthe above-left 
ledge. At this 
point jump left 
to the next 
ledge, walk to 
Tem ae) 


— 


how good you are at games. 

























a 
se “ets z 


oe 


and jump left % 
Ete ne 
find three more 


pies ia CeCe TL 
don't hit the right one until 

you've retrieved the dynamite — in 
other words: left, middle, get dynamite 
then right again. You should now fall 
down. Use the dynamite to blow up the 
TNT boxes, and then finding Finnius 
should be a piece of, er, cheese. 


HOT CUSTARD SPRINGS 

From the start point, run fast to the 
right until you jump and you will reach 
a platform. Here you'll find a red cup 
on the platform above. Having trouble 
with the big slope? Run up it as fast as 
you can, then at the last minute jump 
to the left onto the platform. There are 
several headblocks here, one of which 


Cem eM eh 


contains a ton weight. Take this and g 
back up the more gentler slope to the 
left to start your run, The weight w 
give you the momentum to make the 
final climb. Beware — there's a custar 
grub at the bottom of the slopes, s 
time your jump to get over this withow 
stopping and continue right to the tog 


LUMPSVILLE 


There's a secret Penquin level to the le 
ee Clee 


THE LUMPSVILLE LURKER 
This level is dominated by a large froe 
with an even larger tongue. Move whe 
he jumps so he doesn’t land on you 


hit him on the head until you 
Tater aes) | eel 






level you will restart b 
_ falling from the tog 
eC 


go right whik 
falling you we 
find some plat 


forms with plent 
ome ee 


LAIR OF THE 

Me a 

To hit the big mush 
eee Taree mL 
- mushrooms to get the extr 
height needed to hit him. Hold up & 
get height and make sure you're mow 
ing wher he takes off so that he can 
hit you easily. He will aim for statior 
ary targets. 


POLTERGEIST VALLEY 
se Rk ee RC 
Pick it up. In all the TVs there is 
poltergeist, which you can release b 
throwing the TV to the ground until « 
smashes. The poltergeist will follaw the 
TV, so pick it up and jump on th 
ghost’s head. Keep doing this and the 
ale) eclee Lael 

UE eee me ee 
to the Millennium guys for these tips 





Cee ee eM meee Ue eee mPa 
like a bit of help with the first world. Because we're ate like that. 


SILENTS 
eee se ee 
etree amt meee Comm | 
WORM le emo talc 
the red monster, jump down across 
the gap to the bottom. Go through 
the door and across the monkey bars 
to the right, then open the door to 
release the imprisoned little quy and 
throw him up towards the platform on 
Mosel ile sll eee 
key bars to the left and pick up the lit- 
tle guy on the other side to collect the 
next key. Go through the door on the 
Fie ate ee Meld meee 
er. Go through the left-hand door 
Ee Ue eee mel) 
the far right. Finally head for the exit. 





UNDERWORLD 

LEVEL 1: AFRAID OF FUNGIES? 

Run right, jump the gap and make 
sure you don't get squashed by the 
Seem eee 
ladder and run to the right. Collect the 
Tele M Cormeen emt ce) ee 
Wier ele mee eRe eee 
door and let the little guy out. He's a 
ae eR Ua eR Res ce) | 
ing, pick him up and throw him onto 
the platform above. He will flick a 
switch and make the running shoes 
drop to the ground — collect these so 
Ps eee eee 
em ee La) 
EM Lm eT] de 
middle appear. Your little quy can 
then jump across and head down to 
the exit. Follow him. 
















te ee 





- 4 See Se 
Immediately go right across the monkey bars and up the ladder 
Fm ess eee Clo Mime eur Melle melee a Ch LT La 
Fe ee ee LCL elem ele) Ce 
Smelt Me Cee eRe ele mote a mL 
guy who's jumping up and down madly. Go back down the 
ladder and head left to flick the switch. Collect the gold 
key and go right. Jump the gap, set the other little guy 
iar TT 














































nite JUMPIN’ : 

eee RR mee EL ee mee Re Cea Cm ese) ae le) va elem ae me Rael 
climb down the ladder. Now go right, jump onto the monkey bar and shuffle across. When you've opened the door you 
need to stand on the red button until the little quy gets to the very bottom of the screen and flicks the switch for you. 
al eT aa hire rem gr but ieee: imme Le uy TUCO GCM Ae e]t | 4007 he i, need to drop down and throw | 






Pe] Bs) | aah : 
Go down the ladder, and, avoiding the green monster, move right and up the ladder. Now jump left across 
the gap, take the swing down to the left, and collect the silver key. Drop down to the left, timing your 
landing with the moving platform, then move right and go through the door. Flick the switch, col- 

ert ue 
Timing your run to avoid the monster, go left then up the big ladder. Run right, and avoiding 
ne CEU RUC Aue EUR eR ee eel eee oC Celts] e 
Rec RU er em Cm een RCs. URCR: ale UU RUC M me ecm UL 











+l MELT imei dale stihl WR eRe 
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GOBLINS 





PA 


ae en ee 


» ight, Filbert’s been climbing the 
/ 7. ' stem for two months now, sa 
me Woh m perhaps you should shoot the 
eT al sand towards the outside. 
Phew! And even blimey! 





ae) Rel tty 
Saw the hammock’'s column with the 
saw fish. When Blount is caged, detach 
his shadow with Ooya. His shadow can 
now pick up the grain of sand and put 
it into the machine. Pick up the gear 
eee mel meme Mr ee 
the knife to open the speaking robot 


vee eR eee ele ee 
teem) M ls) inr eee ele) Tm al 
eam) mle) eee 


BIZOO 

ee es) 
headband, jump on the nose, then 
when the hand goes to scratch it walk 
elm ce te Melt ae Te CMe] 
pollen and use the toothpick in the nos- 
tril opening. Put the pollen in the left 
ear and jump on the collar to force the 
tae] mele) 


eT Sy 
oF emg Ol ee a a em bree 
guard appears, hit him with the ham- 
mer and take his dart gun. Kiss the 
OT ee ee) eel 
ers her eyes, take her wand. Put Fulbert 
in the dish on the table and click on the 
Wie ee) ia ie al eo towel Mesa 
eee Meme] le lea 
eLetter Mn ume LiL 
Pe es ee ae 
Comte Sam Rie eee Da) 
Tm ee 
the bookcase and put Blount-werewolf 
under where the glasses will fall. While 
he is trying to get them, send Fulbert 
eV aCe Mui] Merle mag em (ella 
to intercept them. 

tae ett ie el ee 
werewolf and use them to get the 
onion. Use Fulbert to climb up the can- 
dle holder and take the candle. Put it 
Tam aCe ee ener [alee see ae) 
the fountain. Use the wand on the can- 
fel TMcem Tela Mime m=] eee gre lee 
appear and pronounce a portion of a 
sentence. Repeat the operation in the 
logical order of the sentence: “|, the 
shadow of the fountain, order the 
opening of the passage that leads to 
Bodd.” The mouth of the fountain will 
tye 


ae 
Give the gun to Tibo and give the 
‘\\ fennel to the guard on the left so 
his spear straightens (!). Use 
Melee ey 














Bs eee ee a ee ee 


Te UC me 


pants respectively, (the little tinker) had forgotten all about The 


UE ee ee ee ee 


only this morning, and still warm in the toaster. Here they are 


CU sl a wide 


light fixture swing. Hang Blount-were- 
Tre eRe) tal mem emo 
‘Elan 

Use Ooya on the clump and pick up 
PR e ee Mt Maa RRs) ales 
loon's basket. using the knife, cut a bag 
emt Tis Mi sl Me lee ae 
ree MCT ial melee Lice) 
ET eee ela 
to grab it. At this time, 
etiam eels Tae 
the knife. It will rain, 
and the giant will 
sneeze, pushing 
Ooya and the bal- 
loon toward the 


eT t a i ae Fi ~ 
Position Ooya & =, i a 
a 
et SS 
right, and use - 


Blount to block the 
tetera eles lemme eee 
so that Ooya is thrown » 
onto the island of the 
Meteorologist. Take the balloon up to 
arm alle LiCa ae] abe e tm eel ei 
bags of sand and put Ooya into the bas- 
MeOH Gee) cee elim eA 
by adding bags of sand, and Ooya will 
land on the glacier. Have Blount use the 
telescope on the glacier and use Ooya 
UM Fee ee 


Tee 


baie] Be ht 

mE Ole) Reel eee 
itme-L ee MCR iM iCelMUiel as) 
MET re ms] hace ies) alma T one OT 
Sate ia el eg Meslsetaels Lan me 





















of the screen to 
make Colossus 
— think that a ship 
; =F is coming: Ooya 
Melee ae) 
a ET Oley ree tal 
ae 
meme ieee dale 
walk Ooya to the cata- 
pult. Repeat it again with 
Blount: swivel the catapult to the 
centre. Use Ooya on the ship painting 
to activate the catapult and use the fish- 
Te eR Ree i 
through the clouds to get a sawtish. 
For the next stage, Blount must 
Rite) eee) alae De 
attempt to saw off the hammock’'s col- 
umn. Afterwards he must throw a speck 
Pole OE Mea ee ae le 
ove] am eee) eb te mae 
eset m tees Lt] lee 
tre and click on the crusher robot. 
Ta mites) Cc) Cem aa Mate l elem a3 
on the ship painting with Ooya so that 


the rock is thrown at Colossus, knock 
ing his helmet off. Put Bizoo ao 
iSelect eee 


BIZOO 
BAce Fae ul) ee 
Meet ce 
Blount and put a grain of pollen in he 
eto eee 

Enter the mouth through a tooth t 
erm Cele da) sla eee | ee 
eye. Go through the-left ear to renlow 
Hateee eee it Me eee 
a nose hair to make a tear, and throw 
the grain of sand on the tear, Use the 
Ceres m Cnt MCR Me eee 
on the beard in the following order 
Poupon, Poupin, Poupine, Poupette 
Manpou and Papou. Produce anothe 
tear by pulling on the nose hair. Jumg 
elem COM Te Mel Um UC s ls tse 

wma mM |* el e- 
and, using the ink brush, draw a bulle 
front of the wagon. Take the block o 
marble. 





et ee is 
The hands have to make the main 
els panel a aT ek ee ede 
werewolf the Assassin. Then they 
must win the game by seducing 
the Princess and eliminating the 
King. The Archer and the 
fall oa Lede ae 
fa gt-et oler-[e ps 
Use the chalk and the | 
eer Smee Cea OL ae 
TMM de] als meee 
blocks. Use the chisel with 
the left hand and the ham- 
mer in the right hand to § 
fe AMO alm cel ele le ee ae 
no outlines are sketched first, 
you get a wood rabbit and a 
marble duck, Dip the two rough 
lt eT 8 
brush to finish the detail work. The 
blocks should become the Lover and 
the Assassin. Put them on the chess- 
lsleT- ae Mes ult alee] ee] ee) ee 
For the game: Put the coin in the 
piggy bank and Othello will come out. 
Play the mandolin backwards to hyp- 
eee 
square diagonal to the Duenna: she 
runs away. Move the Archer so that he 
can shoot diagonally from two squares 
SEE Me R- lee mee (ela 
the Duenna’s square and give him the 
mandolin: Wynnona comes out. 
Unhook the key by shooting it with the 
Teac ae ee 
falls, Put the Assassin on the square 
with the lever: the Executioner disap- 
Tem Aime] omelets are l Tale elas 
CM a Rec E ST Re ie PC 
threatens the King who moves to the 
Tee ta ee ese ete em 
OUST Ee ame ia tt ee 
the King from evading the Assassin, 
eT SERUM s Mee lor mae me 
squares from the King. Put the Assassin 
on the axe: the King moves to the left 
and comes back. Block the left square 
with the Archer. The King can't escape 
the next attack from the Assassin, 
because the two adjoining squares are 
aT el tele ct 


edt 

re meee em me eet me ee 
baby chick in Time Mirror. Put the chick 
m the passage and pick it up with 
Blount-reflection to transform it into a 
thin chick. Put it in the big hand access 
ve) ee eR welt tle lem] (e] 0 al e 

















reflection and take the thin chick with 
Blount. Put it in front of the magnify- 
ing mirror to obtain a chick. Put it in 
LUC MeL MG ee ee) 
chicken. Put that in front of the mag- 
nifying mirror to get a fat chicken. 

Eom ROT item] al Ce) 
the other guard to get the axe and take 
eR lM UCR CER Le) 
the buffoon. Make a cockroach come 
elt amd -Male (Rese liam et mae 
WE Mae eee ee 
buffoon when the King swats at the 
cockroach. Pick up the slipper before 
CRO LR LRU ce ysl eee eae 
each candle in the order of the sen- 
Clie a ee ee Tm ee eda 
your passage would unite these two 
solitary monarchs?” Flip the coin to 
ae Mel 


QUEEN 

Vere M AT |]*)*) CORO uma se 
av) sree UU Uta er) MC ae 
eR el) ee lel ele 
the light fixture swings. Use the were- 
MSM RSC m CoN ee Co 
lta me imesh CMR eae) eee oleae LT | 
MS 
air ela (mes) eee ee 
table to send Fulbert to the candle- 
holder. The cup-and-ball bounces, and 
the cook throws his axe toward the cat. 
Pick up the skull, give it to Bodd and 
exit through the door on the left. 


ba ei 

Juggle with the balls backwards to 

break the piggy bank: left hand 
first, then the right. 


BOOK 


Use Fulbert on the spider web to allow 
Blount-werewolf to go up. Use the axe 
SiMe lee |e ae ee 
block of wood. Take the horse and, 
TTL eed eee ms 
Site LeU Ccr Ueto lea OU ODS LoL 
fly up. Pick each one of them up, except 
the zero. To get the number nine, posi- 
tion Blount-werewolf in front of the spi- 
der and Fulbert in front of the moon. 
Draw number eight using a compass, 
and put all the numbers (except the 
zero) in the ink well. Dip the ink brush 
Te ee 
Mee mele Lae ee ee oe 

First page: Use Blount-werewolf on 
the hole in the tree: an archer comes 
eV Me Re eel eee Bs Le 
Tee Um Ree ee 


Use Blount-werewolf on the tower: a 
knight moves forward. Give him the 
hoarse. Third page: Draw a musical note 
twice under the house and pick up the 
ET] Malate ee 
ieee eee Ce et) 
Old Demon wakes up. 


Sire 

Break the memories glass display with 
Blount-werewolf and then = scroll 
dices Umm Mest Ta 
When Colossus is displayed, recover the 
grain of sand. Manipulate the switch- 
ing of the wagon with Blount-were- 
wolf, Use the influx wagon to throw 
Blount onto the shore af the lake. 
Throw the gain of sand into the lake: a 
bubble appears in suspension. Use the 
TET RCM Ulm seems e) 
the bubble. The bubble bursts and a 
fish appears. Use the wagon to throw 
Blount-werewolf on the fish. 

Time ele eels] Lee ae) 
bird-call off. Start the procedure over 
again (grain of sand — bubble fish) to 
throw Blount toward the bird call. Take 
the bird call and then grow the plant 
TRE meee 
WET Rat em eee ee ee cL 
Pla] *)9 eee eee ee 
Ree ee Rute 
then on the dream puddle. Pick up the 
eee eae) 
safe, then take the Beauty ointment. 
Use the influx wagon to throw Blount 
RLS) Reel 


ee eee ee ae) ae ee 


satellites 


MIRRORS 

Throw the grain of madness on the 
awakened Old Demon. Take the con- 
centrate of Ugliness with Blount-reflec- 
fee eT MCS meee 
Stell ia me lami Msc] es a ee 
becomes good looking, use the 
Ugliness extract on the mirror of 
We ae Le ected uem ens 
STAG 


el eg 4 
Pate eesti] Mette] ee a) 
two poles'of the Deity by having both 
the Angel and. the Demon play the 
Ys Ta cole Mera Comet ele 

Talk to the positive deity, Pick up the 
ieee mM te LL 
hammer and the fence with the axe. 
Ring the bells of both hands, one after 
Ce] et mel) ae eee a 
end of a chain. Put Blount-werewoalf on 
the chain: he is thrown out. Pick up the 
sacred sCore and dump it in the spring. 
ATT Matas t seem am Tie a 
one on the right hand. When the basin 
is empty, jump in to recover the two 
eet eee oe a 
Angel's stand and put a coin in his halo. 
Put the red score on the Demon's stand 
and hit the cloud with the hammer. 
Weis CM Ll: ee) Me ese) 
notes together, ring the bell on I 
both hands to tie the notes — and, | sts] | 
ee eT eee le) e) eee x | 


wt 
o 
= 
a 
= 
wi 





Se 





ee mC UR at a 
luvverly snippets this month, and I'd like to thank each and every one of you individually, 
so round my house next Wednesday for jelly and fizzy pop — Hurrah! Anyway, keep ‘em 
coming to me, Mr Tips, at: The One, 30-32 Farringdon Lane, London EC1R 3AU. 


te eo 

David Wilson from Glasgow has a tip 
for this superb adventure involving any 
SEED Maree me Cela 
Ue a eee Rel mee RCo murs 
Dwarven Isle in Utgard and go to the 
shop where you can buy spells and 
ra mes RR Cen me Tae 
ate elas rls eat al esd 
Viele ieee Ee ee 
WM ee CURL Ee erie wes eles hl) 
US Aleem a ele oe 


FRONTIER 

Gametek 

Johnathon O'Conner from Co. Durham 
PeTe Cm me tem Udi) ce) 
Wey ese neers leo tel ama] T) 
are docked in doesn't sell the drive in 
question, simply sell as many extras as 
Niel ire: Toe Tils dite el ae ial ome | 
smaller ship. Now buy back your origi- 
nal ship — complete with a brand new 
hyper drive! Nice one. 

Incidentally, someone sent in a great 
cheat for buying and selling waste 
between two neighbouring systems, 
STi eesti eae Ce ele meee Ret are 
again whoever you were? Ta. 


ZOOL 2 
Gremlin 
Cheers to Adam Watkins from lovely 
Tate EMT Leet 
software for sending in a pile of cheats 
on this classy sequel, All of these should 
be typed in when the title screen 
appears asking for ‘Press for options’. 
ake e | rut 
KICKASS — Re-useable smart bombs. 
NAPOLEAN — Bonus level 
RG) le eee mee a 
Mee a hort mae mele 
TOUGHGUY — Invincibility (Not elec- 
tite ees d 
SESAME — Swan Lake 
RONSON — Blueberry Hill 
el MMe cee meee 
SNAKING PASS — Hissteria 
MOUNT ICES - 7Slurp 
MENTAL BLOCK — Plunger 
MARROBONE 


SABRE TEAM 


qe 

MMe mit eal ee ee 
PEL Cee aa 
go to the blueprint screen, and imag- 
ining that the soldiers portraits were 
ea ee ict ele ey 
at the bottom, click on 3412, then 
ee SR tema daemeel eae comer a 
Ue em ease om slp 
you should have infinite movement 
points. Er...great. Alternatively, why 
ute] ee Ee See 
never let them take a turn. What a 
sense of achievement you must get. 


lS 
Lec a ea ee ea | 
codes, | love you all... 
ol ee Le 
hea eae 
Level 4 - 913XPD1L25 
ee eae ea 


a Rela i 
Rasputin 
I've received a number of letters telling 
me that the level codes | gave for our 
May issue coverdisk demo don't work 
(Doh!) Anyway, apologies aside, | hope 
titers =u ele ele rrd om eck 

ja] te] 818) 

KONKYDOP 

eel ele e 

GIGAGEIN 

SPRANKLE 

Ue aa 

1:48 ee) ) 

TITATOFY 

eee) ia. 

ASTORSIA 

SPANKENU 

PETSETER 

ae 

THEFINAL 


Lee td 
Rasputin 





we GM eels ee el 
ly litthe game. Ta, whoever you are. 

ieee), lel 

mee! 

ae 

ae 088) 

HTETAPOJ 

NFYHOTAR 

Vee diel etal 

ae 

bee ee 

mlePlaiul eras 

ah A a 


LIBERATION 
Mindscape 

AJ Powell from Willenhall has a few 
ideas about making money in this 
Nimes Cae eee een A LL 
you have to do is collect all the key 
cards from a building (apparently the 
atm Cfeccrmi als) (ele he Eee Ce 
good one to start with), but don’t use 
them. Once you've found someone to 
To OM Mee 
between 350 and 400 credits) the cards 
will retunn to the building you got them 
from. This means that you can go back 
and do it again — as many times as you 
want! AJ signs his name with the qual- 
ification B.S.C, but then goes on to 
explain that it stands for his Bronze 
Swimming certificate. Nice one. 


ROAD RASH 
Pattee 

wee eee ee 
eee ee ORG RR eee 
with the first five numbers as 17111. 
Pel mam elt Mae) Cats e mel ae ae 
you'll move on to the next level. : 


ts 


Rob Whitaker from Northolt has just 
rung in with this little cheat that gives 
ee eee mem em ae 
PEM Me Teer Ie 


Stops the ball A mysterious person by the name of Rovers. Superb! 


I've received a couple of letters ask- 
ing how you use these ‘Action Replay 
things’, and all | can say is, you (fair 
ly obviously) need to own an Action 
Replay cartridge in the first place 
Nuff said? 


BRIAN THE LION 





ie) i pee RT is, 

PUTT tty st 

Thanks to, er, well his Utter Lovlines 
eTUial* 0) eee ae ee ce 
good at this gorgeous game that he 
managed to get through tons of super 
duper levels. My such a talent. And = 
amusing. Er, well done old chap. De 
PR CU Reta a a 
Prades 





MC31C3B - Lives 
MC31C39 - Hit Points 
MC31C37 - Crystals 


LEMMINGS 2 
MC13573 - leon 1 
McC13575 - Icon 2 
MC13577 - Icon 3 
MC13579 - Icon 4 
MIC135/B - Icon 5 
MC1357D - leon 6 
MC1357F - leon? 
MC13581 - icon & 


TOKI - Lives 23CD9 | 
WINGS OF FURY - Lives 1ED54) 
HERO QUEST - Lives 1036 
RICK DANGEROUS - Lives 44972) 
PROJECT X - Lives MCOBBC1 
SUPERFROG - Lives MCO17CF 








Greece TZATZIKI 
Teel ee rT 
tte meee 

China WONTON 
France CHOUX 


GAMES SURGERY 
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GET YOUR FINGER ON THE PULSE 











Book your place now for LIVE '94, 
the most exciting consumer electronics event 


in the UK. 


See the latest hi-fi. TV. Video. 
Computers. Games. Camcorders. In-car. 
Musical instruments. Cameras. Telecoms. 
Satellite. Home automation. 


ee, 
—* 


Experience Capital Radio Live at 


LIVE — 95.8 Capital FM Stage. 1548 AM 
Capital Gold concerts. Dolby Home Cinema 
Promenade. Real Hi-Fi Village. TV Times Live 
Television Studio. Young Newspaper Feature. 
BPIA Future of Photography. Yamaha/TES 
National Youth Rock & Pop Awards. Games 
Arena. Focus on Multimedia. 
7 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember — if you're under 16, you must 


have an adult with you at LIVE ‘94. 





4 | THE CONSUMER ELECTRONICS SHOW 


EARLS COURT = LONDON 
20-25 SEPTEMBER 1994 


Bes IVE HOTLINE: 
ol 891 500 103 
_ nti Calls cost 39p per minute cheap rate and 
Cs ‘op per minute at all other times. 


iene Seen 
' Please tell me more about LIVE ‘94 and 

t how | can get a ticket to the UK's most 

| electrifying event. 


I 
I 
I 
I 
i 
I 
1 Name:...........-. 
I 
I 
I 
I 
I 
i 
1 
1 
I 
q 


BY sight vhawndputaisuends Postcode:.......... 


Please return this coupon to: 
LIVE '94, News International Exhibitions Ltd. 
Europe House, World Trade Centre, 
St Katharine-by- the-Tower, London E1 9AT. 


| 
| 
I 
| 
I 
i 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
I 
! 
i 
1 
1 
| 
| 
| 
| 
| 
| 
I 
I 
I 


‘The top journes from s kAeae Machines, Sega inasikie Mintando 
Magazine System, Computer and Video Games, PC Review, CU 
Amiga, The One Amiga ond PC Gomes will all be there. 
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(1) Which of the following is not a 
euphemism for the Devil? 
a) Old Nick b) Old Harry c) Old Git 


(2) Where is the Devil's Chair? 
a) MFI b) Shropshire 
c) Under the Devil's bottom 


(3) According to the film, what shouldn't 
you if you come across any Gremlins? 
a) Stick them in your pockets and 
pretend you're a zoo 
b) Run to the nearest fire station, collect 
the longest and most powerful hose you 
can find, and spray each Gremlin with as 
much water as possible 
c) Invite them back to your house and 
serve up a nice spaghetti 








ince that bald git Simon 
took over, The One's been 
through a few changes and 
we'd be quite interested in 
what you think. Has it got any 
better?! Or is it still the half- 
hearted pile of nonsense it‘s 
always been! It's up to you to 
tell us, so fill in this form (or a 
photocopy if you prefer) and 
send it to: The One Readership 
Survey, 30-32 Farringdon Lane, 
London EC|IR 3AU to arrive 
here by no later than 
September 26th. As an added 
incentive, 10 of the respondants 
to our survey (picked at ran- 
dom) will receive £50 worth of 
software. Free!! 





ABOUT YoU 

1. Are you: 

Male QO Female = 
2. How old are you! 

Under® (Lj 8 LJ) 
9 J 10 L] 
iI LI 12 L] 
3 QO 14 Cc) 
1S L) lé J 
7-19 QQ 20-23 _] 
24-29 L) 30-34 | 
35-44 = 45-54 i) 
55 orover L] 

3. What do you dof 

Junior School LJ 
Secondary school al 
6th Form/éth Form College Ld 
Higher Education (University) | 
Full time employment | 
Part time employment J) 
Unemployed a 
Other _) 


4, Please rate how keen you are on 
each of the following activities (10 = 
really quite keen, | = couldn't care 
less). 

Playing video games 

Playing sports 

Watching TV 

Watching satellite TV 

Watching videos 

Listening to music 

Listening to the radio 

Playing arcade games 

Going to the cinema 

Other shh 
(please specify)......:.ccsccsesccessececveceenn 


§. On average, how much time do 
you spend playing playing video 
games/using your Amiga every week! 
Less than | hour I 
|-2 hours J 


2-4 hours 

4-6 hours 

6-8 hours 

6-10 hours 

10-20 hours 

More than 20 hours 


OCOOOOCO 


& How do you usually play your 
games! 

On your own 

With a friend 

In a group 


§ ooo 


7. On average, how much money do 
you carn/get given each month! 
£0-£9 

£10-£49 

£50-£99 

£100-£499 

£500-£832 

£8633-£/249 

£1250-£1666 

£1667-£2499 

Over £2500 


DOOUOULUDU 


8. Which of the following do you reg- 
ularly buyt 
CDs 

Tapes 

Videos 

Clothes 
Shoes/Trainers 
Sweets 

Crisps 

Drinks 
Takeaway food 
Books 

Comics 

Other 

(please specify)..... ues ecwsaeeeengias amusees 


OCOCCOCOCCOCOULO 


9. De you have a bank account! 
Yes 
Ne 


ABOUT YOUR GAMES 

10. Which of the following machines 
do you (I) own or do you (2) have 
access to (perhaps via a friend)! 


|. Qewn, 2: Access to 


Sega Mega CD | 
Sega Mega Drive 
Sega Game Gear 
Sega Master System 
Nintendo SuperNES 
Nintendo GameBoy 
Mintenda MES 
Atari jaguar 

Atari Lynx 

Atari ST/Faleon 
Amiga A500 
Commodore CD32 
Amiga Al 200 

Apple Macintosh 
Acom Archimedes 
re 

PC CD-ROM 

PC Engine 

Meo Geo 


QHWUUULODOULULOLDOUDLUDU 
LOW OOWUWOWOUOLUOU 


Philips CD-i LJ 
IDO CJ 


Oc 


li. Which machine do you want to 
buy next! 

Amiga ASOO 
Commadore CD-32 
Amiga Al 200 

sega Mega CD 

Sega Mega Drive 
Sega Game Gear 
Sega Master System 
Nintendo SuperNES 
Mintendo GameBoy 
Nintendo NES 

Atari Jaguar 

Atari Lynx 

Atari 57 /Falcon 
Apple Macintash 
Acorn Archimedes 
PC 

PC CD-ROM 

PC Engine 

Nea Geo 

Philips CD-i 

IDO 

Sega MultiMega 
Sega Mars/Mega-32 
Sega Saturn 
Nintendo Project Reality 
Sony PSX 

Ultra 64 

Nintendo VR 


12. How many games do you owntl 
Nene 

One 

2-5 

6-10 

11-25 

26-50 

More than 50 


DOOUOLDO OLOODOOCOOCOCOCODCODOOCOCOOCOOOOD 


13. On average many games do you 
buy! 

Newer buy games 

A couple every year 

One every three months 
One every couple of months 
One per month 

Twe per month 

Three per month 

Four per month 

Five per month 

More than five per month 


OCUOLLOLUOOUU 


14. How many games do you get 
given (as presents etc.)! 

Mone 

A couple every year 

One every three months 

One every couple of months 

One per month 

Tweo per month 

Over two per month 


COCOCCCO 


15. How many different games do 
you play in a month — either on 
your own, at a friend's or elsewhere! 
None L) 
1-5 J 





6-10 
11-15 
13-20 
Over 20 


OOO 


16. How long have you been playing 
computer and video games! 
A month or less 

1-3 months 

3-6 months 

6-12 months 

12-18 months 

18 months-2 years 

2-3 years 

3-4 years 

4-6 years 

Over 6 years 


COCOCOOCOOO 


l7. How much do you spend on 
video games on average in a month! 
Nothing 
Under £10 
£10-£25 
£25-£50 
£50-£75 
£75-£100 
£100-£150 
£150-£200 
Over £200 


OOLOOLCLCOU 


18. In order of preference, which of 
the following are the most impor- 
tant things that help you decide 
which software to buy! (1 is most 
important, |0 is least important) 
Computer games magazine review 
Computer games magazine preview 
Recommendation by a friend 

Saw an advert in a 

computer magazine 

Editorial coverage in 

other types of mags 

Saw it on TV 

Saw an advert on TV 

Saw a poster 

Saw it at an exhibition 

Shop demonstration 

Rent te try out first 

Other 

(DbeaSe SPOCHY).. 2.0 ..cccesseccecesesceceesecss 


QOOCCOCOO OC COO 


20. Where do you normally buy your 
software and hardware! 
Dixons 

Virgin 

Woolworths 

Argos 

Comet 

Boots 

Toys R Us 

WH Smith 

Microbyte Games 

Our Price 

HV 

Currys 

Rumbelows 

Future Zone 

John Menzies 

GameZone 


& coocoooooooocooce 


Continued on next 


‘Gremlin Graphics 


Blockbuster Video L) 
: 4 
T. 

ces _) 
Mail Order L 
Local specialist shop a 


il. What do you think of the follow- 
ing games publishers (please tick one 
box only per publisher)? 

G=Good/ O=OK / P=Poor / D= Don't 
Know/ N=Never heard of them/ 


Acclaim 
Accolade 
Anco 
CapCom 
Codemasters 
Core Design 
Cyberdreams 
Domark 
Electronic Arts 
Elite 

Empire 
Gametek 


Imagineer 
Infogrames 
jvc 
Konami 
Lucas Arts 
Marubeni 
Maxis 
Microprose 
Mindscape 
Mirage 
Nintendo 
Ocean 
Probe 
Psygnosis 
Renegade 
Sales Curve/S$Cl 
Sega 

Sierra 

sony 
Supervision 
Tecmagic 
Tengen 
THO 

US Gold 
Virgin 


oy 


COCODCOULDOCUCOCOCODCODCODDORVOOUCOLLULULL®S 
OCOOCOCCOCCOCOLOCOCCODCOOCOCOOCOCDCOOCOOLCOOLOUS 
COCODCOCCOCCOCOCOCOCCOCODCODCOOCCOCODOOCLCUT 
COCCOCCOOCOCOCCOCOCOCODDODCOOCODOCOCOUDDOOUY 
COCOCODCOCOCOCOCOOCOCOCODOOCOCOLCOCOOCODCULL2 


ABOUT THE MAGAZINE 
22. Where do you usually buy your 
computer games magazines from! 
WH Smith 

John Menzies 

Martins 

Fourbuoys 

Tesco 

Sainsburys 

Asda 

Local newsagent 

Subscription 

Woolworths 

Safeway 

Waitrose 

7 Eleven 

Petrol Station 


Superdrug 


Somewhere else 
{please specify) .......c.ccessceeessreesarees aN 


OCOCOCOCOCOCCOOCOCU 


23. Who pays for the magazine! 

You _] 

Your parents/other relative LJ 

A friend (} 
fo 


24. ls your copy of The One saved for 
by the newsagent LJ 
or delivered to you by the newsagent L] 


25. How many other people apart 
from yourself will see your copy of | 
The One? - 
Nobody else 

One 

Two 

Three 

Four 

Five 

More than five (write in number) 


: DOOUOUOU 


26. How often do you (|) buy or (2) 
see (perhaps a friend's copy of) The 
Onet 


I:Buy 2 See 
Every month J L) 
Once every couple 
of months LJ ) 
Once every 
three months LJ = 
Less often J L) 


17. What do you think of the overall 
content of The One! 

About right _) 
Not enough game reviews/previews |] 
Too much game reviews/previews J] 


28. How long have you been buying 
The One! 

One month 

|-3 months 

3-6 months 

6-12 months 

) 2-18 months 

16 months-2 years 
Over 2 years 


OOUCLULD 


29. Would you ever buy a game with- 
out seeing a review in The One! 
Yes 


| 
Neo LJ 


30. How would you rate The One as 
a computer mag?! (1 0=brilliant, 
l=crap) ai 


31. What do you think of the differ- 
ent sections of The Onet 


Good A P 
Boot Sector (J 2 


Covers 
Coverdisks 
Mews 

Game Previews 
Game Reviews 
Replays! 
Features 
Work in 
Progress 

Kill Zone 

PD fone 
Recommended 
Competitions 
Next Month 


COCOCOL 


OocooL CoCoooO 
gcococe cooocoooc? 


a) | | | 


32. What other magazine do you 
normally buy, or sec, or used to buy 
but don't any more and how would 
you rate them out of 10 (where 10 is 
brilliant and | is rubbish)! 


ca 
Magazine fe f e 
Amiga Format Cf) Ey a 
Amiga Action ae aes 
CU Amiga EER Ad ns 
Amiga Shopper Lad Bem had aus 
Amiga Power Le ty... 
Amiga Pro Be ee od ze 
Amiga Mart CF W) O°... 
Amiga Computing CF EF -Gh.. 


Amiga User Int 

Cc&aVG 

GamesMaster 

Edge 

Video Games Shopper 
Max Overload 

Games World 

Match 

Shoot 


OUUOU 


COOCCOOCLU 
COCOCOOCOOCO 


COU 


33. How did you first find out about 
The Onelt 

From a friend 

In a newsagent 

From a magazine advertisement 
At an exhibition 

From a T¥ show 

From a radio ad 

From a leaflet in a hardware 

or software purchase 

Other 


(please specify)............0.c0cceeseeeeen 


COCOCLU 


YOU AND YOUR AMIGA 
34. Which of the following Amiga(s) 
do you ownl: 
CD32 

A500 

A500 Plus 
A600 

A000 

A200 

AISO0 

A2000 

AZ000 
A4000/030 


35. Do you plan to upgrade your 
Amiga in the next 6 months, if s0 to 
which model! 


36. Which version of Workbench are 
you running!(If you have more than 
one, list the highest) 


1.2 LJ 
1.3 a 
2.04/2.05 

2.1 Lj 
3 Lj 
3.1 _] 
37. How much memory (RAM) does 
your Amiga have! 

5Mb L) 
Mb LJ 
2Mb ea 
4Mb C) 
38. What size hard drive do you own 
(if any)? 

20Mb LJ 
40Mb LJ 
60Mb Lj 
80Mb L) 
|20Mb or above L) 


39. Do you have, or intend to buy in 
the next 6 months, any of the fol- 
lowingt 


Own Intend 
Disk Drive a LJ 
Monitor a ) 
Printer = J 
Modem LJ Cy 
RAM Upgrade LJ LJ 
Sound Sampler Lj) L) 
Video Digitiser LJ LJ 
Genlock LJ LJ 
Accelerator LJ LJ 
CD-ROM Drive L) _) 
Emulator LJ _] 
Graphics Enhancer LJ _J 


: OO 


Oooooooooo 





FMV Capability (if available) _] 
Networking interface | 
Hard drive a gl 


OU 


40. Apart from games what else do 
you use your Amiga fort 
Education ; 
Business presentation / multimed 
Music (Midi and sound sampling) 
DTP 

Graphics & animation 

General Word Processing 
Programming 

Personal finance 

(spread sheets/accounts) 


O COOCOCU 


41. What type of Amiga games are 
you interested in? (tick all those 
that apply) 

Arcade style games 

(shoot ‘em ups, Etc.) 

Board and puzzle games 

(chess and Tetris Etc.) 

Flight sims. 

Graphic adventures 

(Tentacle, Monkey Island, Etc.) 
Platform Games 

(Flashback, Zool, Etc.) 

Role playing and strategy ganves. 
(Ultima, AD & D, Etc.) 

Sports simulations 

(Sensible Soccer, Formula |, Etc.) 
Games with FMV included 


—Focuoccogdg 


41, What do you think would be 
best cover disk policy ! 

Neo disks at all and 

Reduce the price to £2.95 

Two double density disks at 3.95 J 
Three double density disks at £4.50 (J 
| CD32 disk at £4.99 


43. How interested would you be in 
a covermounted CD32 Disk if a CD 
1200 was available! (1 = not inter- 
ested § = Extremely interested) 


44, How interested are you in seeing 
the following promotions in The 
One! (| =not interested; 5=extreme- 
ly interested): 

Tips books al 
Supplements (eg, buyer's / beginner's 
guides / top 100 games etc.) —< 
Money-off vouchers 

Special Offers 

K 

Gadgets - mousemats etc. 


if you have any suggestions that 
you feel may be of interest to us 
please feel free to include them 


on a separate piece of paper. 
Mame : 


Postcode: 


| C1 would be interested in tak- 





— OE ee EEE OO Eee 


Ta aa YP 


eels ee 











c R E E a SILICA 
———> ! When you buy your Amiga from Silica, at | Zz \ fi a“ 
Th advertiand | Drces, we will give you one i a L # po cron BIT a 1 
- more tree pits. The gifts include the new ee i Re : i er i 
/ Chaos pack, GFA Basic “& Photon Pant Ii | —— A = 7. i . ea 4 eS 
/ Check thes.aaeit sae which gifts core with each h thak 3 , ; ; , j 
= _/ Atraga Thom Silica. An enhanced AGA version of 


Chane that taves full advantage of taster speed and 
SOFTWARE Pach the AA Chipset will be sent wth A200 & ASDO0s | 


HADES ERGINE icc ecisecesscicseieiseeierecrereson £25.99 | 
SYNDICATE vues PS ee 
PINBALL FANTASIES ........ Jase Ee 
NICK FALDO'S CHAMPIONSHIP GOLF — 


CHAOS PACK: 
| GRA BASIC v3.5 - Powerlul Basic Programming Language. 
PHOTON PAINT Il = Powertul Graphics Painting Package 


TOTAL WALUE: £265.97 


























Tae APA aoe Hwee | 
BLALT 2 te DEE TY MOULATOR = i mat PONGH ie ane 2. er 
ZOOL > Plationm Game 25 oo ‘lechnology, 4x laster fhacia GA000 CPU 
STRIKER - Sosce Sanglaien 25.90 f 

2ub FAM 


PINBALL DREAMS: Pinel m.. 9 fatt. Ge 
TRANSMAITE « ised Proce T4999 7 





ely SERS 11 BUTTON CONTROL PAD WICROCOSM © CHAS ENGINE 










































(Se Top Lat) E266.51 Tf a 16.8 MILLION COLOUR PALETTE DANGEROUS STREETS » OGCAR 
s PLUGS INTO THE BACK OF THE Lo COTY TITLES 
TOTAL PACK VALUE: £880.82 1). 41 owe you TO PLAY VIDEO CDs | GAMES FROM BELOW £20 ee WING COMMANDER « DIGGERS 
Lp peplitame LLOWS YOU TO 
LESS PAC Saws: Roe it Poll screen. full rreyiige fires A regis vicars | TV OR TOA FULL SCREEN WIDEO-CD . mies in x 
SLICA PRICE: CD-i LINEAR COMPATIBLE PLUGS INTO A MCHNI Qptional eater FMV module weich FREE DEL! 
AMlges you to play GD-i flies A mesic videos PLAYS MUSIC COs coe ee ee eee lee 
: — FRAME ae }@ DUAL SPEED deo CD standard. arorend a) as | 
c VAT SELECTION ¥ a oe mom | cones | “we var cep 2209 





) SUPERB CO 
QUALITY SOUND 








HARD DRIVE 
OPTIONS 











The Armiga 4000 C3060 is ewailable in 
tao AAM Herd Ore versions bom | 
Glico ipioase sea telow). Both ane 
fully configured and sooroved and 
cary Gomirancire's ful ores yan ci- 
ale wanhnly FAM uporndas an abpc 
available tom Sikos, Due fo current 
fluctuations in ih market, please call 
for Upgraoe prices. 

FREE SOFTWARE INCLUDED 
WITH BOTH MODELS 
Deluwe Paint hy AGA... venery E9999 | 
WordWiorth ¥2 AGA .. woarTh £128.08 


DIGITA Print kianager 
for WaordWorth veDATH E98.88 | 


TOTAL WALUE: Gieg.a7 | 


25mHz 68030Ec | 



















ou Pat 
Fi BA , 
Wola 
Phin Tet 
Por] Mugs 















































PHILIPS 
BRAS blk | 

irom Get Pach 14° Cotoer Screen 
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= E S Brighenns, Comast dn 1g | ‘i DOME : MPa PLA THOS 
ee SS Saturaice a. Hioleamaal aaa emis Piug-in External 34 rm Derive (ONE TGLIRATIONS COMPS LALA TOME 
Whee DESKTOP Sterea ‘Sound with are a8 £299) mane ran 
- Slered Sa nue Soran 
Headphone Socket |" nar vat-nscemeas |). onreee ccs Plugs in to PCMICLA Port 
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Fan Mri TED) WordMieris V2 



































4 i H . speod of an intemal drive: 
: _ — chana Par ecored a 4d 540- 2 fa Apa (200 Nagel Maneells Tonal Carnage Wordvarth Frint Manage 
; entann 3 Fula Can 60 used as second driee Ice TroBs AGA Moet! Chameorahig We dror [ea Loew Day By Day Paani 
= Ve" Me ad racine slorage Capecihy roy Paral Moar VS 
es 4 (See Top Left] + (Sah cea 







Lae Flexiile + pormeble storage unit 
Styied to maich Amiga 1200 
FREE AG Software « CWS Tih 
Line Gage rat altext Commocdorn 
Warranty 






oar 7 
— Na eel 
Pl i AH 
The A000 OO08 1 nocd al leas! 6 irmes 
faster han the epee of the AGL 


CALL FOR PRICES RACE 'N' CHASE COMPUTER COMBAT 


c APPROVED 

Slica are a fully authorised Amiga 
dealer Wo cam uogreade amiga 800 
of 120G's with hard drives, for rena or | 
enigling owners, wilhow affecting 
Commadoara’s ofcal on sila | 
waranty. Wie oler ater upgrades | 
and ropair gerice for ASOD snd | 
ASMs us computers 

UPGRADES & REPAIRS 
Latest fet equonet 

AO (ravi lech 

LOOGs of pants on sfook 
















We ML La 
COLDURS, 
RESOLLITIONS. 
UPTO iensi2 & 
AND) oes 

























GO? conpanble CO-ADA [ewe tor Pee 1 200 
Pataga: imo the PSA pce - PAA 
Sapo poet cue whol bes mae 

Foatures Migueed FAOG) Qual Spec Gen 
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Its all over. C'est 
completement finis. 
The final curtain has 
fallen and the case is 
closed. The sun has 
most definitely gone 
down and as the last 
trump is sounded, 
(toot, toot) last 
orders are called. In 
the back room of an 
end-of-terrace house 
hanging from one of 
Londons daggly bot- 
tom bits, Andy Nut- 
tall watches a small 
white dot appear in 
the middle of his 
darkened screen. He 
bends towards the 
television set and 
kisses it. ““‘Do you 
come here often?“ 
he asks, hopefully. 











WOS's code is nearly com- 
& plete, the game is almost ready 
“to begin testing, and Jon 
Hare's in our office — get this — 
without us even inviting him! Yep, he 
gatecrashed our party (man), and, 
well, when you've got Mr Sensible 
himself sitting right next toyou, you 
offer him a cup of coffee, if you know 
what | mean... 
| tell Jon that this is the last diary 
entry, and a wide grin.of, relief 
spreads over his face as if he were 
sucking a large slice of water melon. 
Although he tries to hide it, it's obvi- 
ous that trying to describe the tech- 
nicalities of developing SWOS over a 
number of months has taken its toll. 
"The problem with doing the Sensi 
WOS diary,""he says, “is that it's basi- 
cally Sensible Soccer with lots of 
techie bits added in. So we've given 
you lots of screenshots showing the 
menus. and things, which has looked 
a bit samey.” Yeah, tell me about it, 
Jonny. “But the alternative was just to 
have loads of Sensible Soccer screen- 
shots all the time, because the actual 
game looks very similar to Sensi. 
Does that mean, then, that 
between scribbling reams of code on 
the back of fag packets, Sensible have 
actually read our diary? “Oh, yeah,” 
says Jon, unconvincingly. “I think it's 
been a good read, under the cir- 
cumstances. It's always a bit sad 
when the development of a 
game has been a bit slower 
than expected. Data han- 
dling, which is what we've 
been doing mainly, isn't 
particularly exciting to talk 
about." No. 
Perhaps, though, as a 
bonus, if you followed the 
articles you might under- 
stand more about how much 
goes in to writing a game. To 
get even a simple thing to occur 
is often very complicated, as Jon 
explains: “We've lost count the num- 
ber of times the way the data is 
stored and handled has had to be 
reconfigured. The different systems 


Hmmm... what do you think about 
that Maradona fella guzzling his way 
through a cocktail of naughty slim- 
fast drugs? | wonder if there's any 
room in SWOS5 for random dope-test- 
ing, or even a facility to offer strug 
gling stars a pharmaceutical lift for 
crunch games. Maybe not. Still | never 
saw.the ‘hand of God’ more clearly 
shown in anything. Ha ha ha ha.. 








we've used to calculate the results, 
and the players’ forms; logging the 
scorers and getting the international 
transfer market working all in pseu- 
do-real-time have each taken a very 
long time to get right. 

“What we're trying to do is to 
recreate something which is real," he 
contifiies. “If we do it well, it will be 
like a real-life referee having a good 
match, because people won't really 
notice it, and they won't think we've 
been unnecessarily fiddly. Untortu- 
nately, we've been doing all that for 
the last four or five months when The 
One's been doing the diary, so it 
could easily have made very boring 
reading. But it didn't, of course.” 


ABSOLUTELY CRAP 


Some of you who already own Sensi 
Soccer (and, presumably, a few of 
you do), will probably be wondering 
whether SVV/O5 will be worth buying. 
After all, maybe you're happy with- 
out the management options. Here's 
Jonny “Jops" Hare, then, to sum up 
exactly what people will get out of 
SWOS: “They'll get to use a lot more 
varied computer skills, for a start,” he 
enthuses. “Each player will have his 








(PART THE LAST) 


own skill attributes, so you can 
choose to play with or without 
them. So, if you want to play Man — 
Utd against, oh, someone else who's 
crap... erm..." 

Darlington, perhaps? 

"Yeah, Darlo. Anyway, you can 
choose to switch the skills of Man 
Utd off, which means they'll play the 
same as Darlington. Also, your oppo- 
sition will range from absolutely crap 
to bloody fantastic. 

“Er... more formations on the 
pitch,” he flounders, desperately try- 
ing to dream up new features, “the ~ 
ability to create your own forma- 
tions and free kicks — which I'm sure 
people who've played the game 
would like even if they don't use the 
management. The players have every 
league in the world to play, every 
cup, and they can play an entire sea- 
son. From a player's point of view, 
theyre the advantages.” 

As Jon points out, though, if you 
don't like playing the game itself, 
you can just manage the team and 
literally sit back and watch the 
games: “All you do then,” he says, 
"is just activate the bench during the 
match, and change the tacticsyfree 
kicks and corners. And if you're play- 
ing in Career mode,.of course, you 
can buy and sellplayers to strength- 
en your team.” 


Football's a funny game, no really it 

if. For example, how about, 

‘Everton’. That's quite funny isn't it? 

Or, ‘Derby County’, that always 
cracks me up, that one does. My 
favourite footy gag of all time 
though, is the one tying a scarf 
round your mouth. Kills me every 
time... 








BOKINA FASSO??? 

One of Sensible’s original aims with 
SWOS was to make a very interna- 
tional product — something which 


would sell all over the world. Has it 
achieved that? “Yes, | think so. On 


the international side, though, the 
‘console versions will suffer a bit 
because the consoles are on the 


wane. | think it'll be really good — if 


you're into football, it will be the 
best game you'll have played. Even 
if you're into Geography, you'll 


- probably get something out of it! 





After all, we have got every profes- 
sional team in the world in there. 
Well, everyone we can trace — we 
can't get details.for some of the 
smaller African teams. 

“We were going through the 
country list the other day, and we 
were saying ‘where the bloody hell's 
that?’ all the time. There are about 
10 of them that we really, really 
didn't know. | mean, we've got 
countries like Benin and Bokina 
Fasso, and there are some even 
more obscure than them!" 

Those of you who haven't been 
following the diary will probably be 
impressed to learn that the 23, 
players in SVWOS are all accu to 
real-life, even, in most casés, down 
to the colour of thein$kin and num- 
ber on their batks. “As | said, we 
can't seta on some more 
obscure teams,” Jon explains, “so 

dor, say, will have a black play- 
er colour for that team, because we 
assume that most players from that 
team will have dark hair and proba- 
bly tanned skin. We can't get the 
true information on their skin and 
hair colour, so we have to guess, 
along with some of their shirt num- 
bers and skill levels. That's with the 
obscure teams, though. When it 
comes to England, Scotland, Ger- 
many, Brazil, Spain and the others 
it's pretty accurate.” 

With all this detail in the game 
already, and with the game engine 
up and running (obviously), there 
can't really be much left to do. 
“We've still got a fair bit left,” coun- 


i i 


We had a World Cup sweepstake in 
the office. A fiver a go. Matt was on 
holiday and sulked because he 
missed it. Andy, drew Spain, (but 
missed out the Pyrenees) while 
Simon, the crafty git, picked Nigeria. 
Harry, true to form got landed with 
the completely arse Bolivia. Our new 
Jo is a girl and obviously cannot be 
allowed to participate in these boys’ 
games. Apparently she quite fancies 
Ray Wilkins, even if he is as bald as a 
duck's egg and these days about as 
useful in the tackle. Nice eyes. 
Allegedly. 


ters Jon. “There's the 
injuries, we've got to Ae 
get them working — 
red cards and things 
— but the main part 
is the end-of-sea- 
son. You can buy 
aind sell players, you 
can jump for a new 
job offer; and the 
Amiga has to work 
out the promotionse * 
and relegations, When “% 
you're worki ith every . 
league i world, of course, 
it's a small task, so it's time for 
a‘tup of tea while your computer's 
chugging out all that data. Then 
we've got to match up the skills 
with the real-life players. That's a 
crucial bit, we have to get that right. 

“But we know the game works 
now,” says Jon confidently. “By the 
very end of July we'll be at the stage 
where we'll be working on the actu- 
al players’ attributes — getting 
those worked out and making sure 
that the different skills don’t make 
the game unplayable. Then we'll get 
to the ‘tweaking’ stage, where we 
fine-tune the shooting, heading and 
stuff, make it all work smoothly. 

Is anything being done to the 
front-end? “Well, it's got to be 
speeded up slightly so we can get 
more sprites on-screen without 
slowing it all down,” he explains. 
"You see, because we'll have the 
back-four wanting to come forward 
in support of the other players, there 
will be a need for more players on- 






FEATURE 


deflec- 

tions, 

— which will 

' rebound the 

bay trom the post 

in a random direction; and comput- 
er headers, of course."® 


TACTILE CONCEPT? 
“SWOS is a tactile concept,” Jon pos- 
tulates. Come again? “Talking about 
the game for the diary has been like 
describing to someone how tadrive 
before they've sat in a car.’You 
know all the routine you go through 
when you get into a car, and you’, 
sometimes paranoid about maki 
mistakes — but you don’t really g 




























| enjoyed the Germany, North Korea 
game, didn't you? The old teutonic 
machine looked pretty shaky in the 
second half. Arrogant gits. If only 
the diminutive south-east Asians had 
managed a third equaliser! Oh and 
by the way, that Jurgen Klinnsmann 
is an wtter puff. 

11 times to tuck away the features 
that you didn't use very often. Other 
games — American orientated 
games especially — tend to put all 
the features on the surface, and 
when you come to select them they 
don't all do much. We tend towards 
the opposite approach, when a 
game's packed full of features but 
they don’t get in the way and con- 
fuse the player. We want to make 
them confident and comfortable 





into the swing of what driving is. In » playing our games; so it's a matter 


the end, of course, you have one fin- 
ger on the wheel, a can of Coke in 
the other — you know? When you 
write down what we've done, it's 
just like that.” Well, that’s nice and 
clear, then. 

“We've discovered, with every 
game we've done, the more you can 
hide about a game, the better the 
game tends to flow. Mega-Lo-Mania, 
for example, had a lot of stuff in it 





— we reworked the control system | 


tures they want to — and not to 

cing them into considering stuff 
that they're not au fait with. 

One final question: does that 
mean, then, that SWOS will be the 
best game ever? "The best football 
game, h," Jon replies casually, 
modest as always. 

Sensibla World of Soccer will be 
released gh Renegade in 


November. yecceeceee! 
: *) 7 
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League. This month’ 


Aa Bored by. a World Cup without England? Can't wait 
= 3 underway? Then get your footballing fix here with the 
= s match commentator is Gerald Sad. 


ily have a real chance, but with so much at stake, some are beginning to wonder whether 


Wy ell Des, the question on everyone's lips is “Who can stop Gotham Park?” The Catholic Fam- 
they've already burned themselves out. Chelsea and The Musician's Union are the other in- 


form teams and their clash might prove critical when the points are totted-up at the end of the day. 


GAME 26 

Chelsea vs. Musicians Union 

After a shaky start, Tom's Chelsea 
are the most improved team at this 
stage of the tournament, while the 
MU are expected to miss the goal- 
truffling instincts of the suspended 
Bjork. Hoddle opened the scoring 
after a delicate exchange of passes 
and Peacock added a second before 
half-time. Sting pulled one back for 
the out-of-sorts songsters, but with 
seconds to go, Peacock sealed victo- 
ry for the Blues with a crisp drive 
from 15 yards. Result: 3-1. Scorers: 
Hoddle 1-0, Peacock 2-0, Sting 2-1, 
Peacock 3-1. Suspended Bjork. 


GAME 27 

Liverpoo! C/C vs We Luv U Ingl'nd 
You might have expected an exciting 
game between two teams managed 
by Sensible insiders Chris Chapman 
and Jon Hare, and we weren't dis- 
appointed. Both sides set out to play 
attacking football and the 3-3 score- 
line was the result of end-to-end 
stuff. The game's only controversy 
surrounded Nigel Clough’s reckless 
challenge on fellow England under- 
performer, John Barnes; for which 
he received a yellow card. Goals in 
the first half from Rush and Mac- 
manaman were cancelled out by 
two goals either side of the interval 
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quickly cancelled out by a Jools free- 
kick, and the second period degen- 
erated into a kick-and-rush affair in 
which neither dominated. Result: 1- 
1: Scorers: JFK 1-0, Jools 1-1. 


GAME 29 

We Only Sing vs Gotham Park 
Impartial observers hoped that 
Andy’s childhood heroes could upset 
the form-book and halt the seem- 
ingly unstoppable rise of Batman & 
Co. Fat chance. In a thrilling 
encounter the Caped-Crusader and 
his silver-haired partner in crime pre- 
vention, Commissioner Gordon, each 
netted a brace of goals. Although 
Bungle and The Soup Dragon both 
scored before the final whistle, Andy 
failed to maintain the pressure so it 
was another convincing victory for 
the increasingly-smug Byron. It was 
small consolation for The One's new 
Dep Ed to reflect that his job now 
looked secure. Result: 2-4. Scorers: 
Batman 1-0, 2-0, Com. Gordon 3-0, 
4-0, Bungle 1-4, Soup Dragon 2-4. 


GAME 30 
Gotham Park vs Dead X] 
if the chasing pack had hoped for an 
upset in the previous game, then 
nothing short of a miracle could 
affect the result of this blatant mis- 
match. Although+the biggest cheer 
ce the afternoon greeted the Dead 
I's first goal of the season (a spec- 
lar ve bey from the precocious 
d but a momentary 


1. Scorers: Gordon 1-0, 2- 
man 4-0, 5-0, 6-0, Penguin 
rt-7-1, 1, Gordon. 8-1,. Bat- 
OV VA Ve, "Suspended 


of frustration from Rik, as his unreli- 
able Red Machine stuttered fitfully 
through a scrappy game. Two goals 


from the dissolute heir to the duchy | 


of Marlborough, Jamie Blandford, 
one in each half, secured the points 
for the Addicts, but if Rik's wayward 
strike-force had taken any one of 
half-a-dozen clear-cut second-half 
chances, the outcome could have 
been so different. Result: 0-2. Scor- 
er: Blandford, 1-0, 2-0. 


GAME 32 

Chelsea vs We Only Sing 

Tom's improvement continued and 
Andy's misery was compounded 
during a game littered with chances 
and distinguished by excellent goal- 
keeping. Kharine and Moomintroll 
played out of their skins, as both 
sets of forwards missed complete 
sitters. Torchy The Battery Boy was 
guilty of some particularly glaring 
two-left-footery in front of goal and 
Peacock's late winner prompted 
some choice, if incomprehensible 
expletives, from The One's gloom- 
laden dreamer of Daffodils. Result: 
1-0. Scorer: Peacock, 1-0. 


GAME 33 

Dead XI vs We Luv U Ingl'nd 

Did Jon Hare's display of sympathy 
for the Dead XI narrow the margin 
of the tactically inept Prod Ed's 
defeat, or was the old fool finally 
getting the hang of a joystick? 
Nobody cared as the moribund 
table-propper-uppers succumbed to 
Graham Taylor's eclectic collection of 
plodders, strivers and never-wozzers. 
Hirst and Wise made it 2-0 before 
half-time and Hirst added a second 
just after the interval. Sub (stan- 
dard?) completed the formalities 
two minutes from time. Result: 0-4: 
Scorers: Hirst 1-0, Wise 2-0, Hirst 3- 
0, Sub 4-0. Suspended: N. Clough 


GAME 34 

Musicians Union vs Red Machine 
The dullest encounter of the season 
so far, with neither side able to find 
the net in a contest memorable only 





spec- 
tacular 
fouls. Merseyside mop-tops Lennon 
and McCartney seemed to have it in 
for their fellow Scousers, and both 
collected first-half cautions. Lennon 
refused to ‘Let it Be’ and was 
ordered to ‘Get Back’ to the dress- 
ing-room after a second bookable 
challenge on 70's Kop fave, Kevin 
Keegan. Phil Neal retaliated with a 
body-check on the disappointing 
Sting, who ballooned the free-kick 
over the cross-bar. Result: 0-0, Cau- 
tions: Lennon, McCartney and Neal 
(yellow tards). Lennon: (red card) 


GAME 35 

Catholic Family Vs Musicians Union 
Dom's desperate quest for points 
seemed to unsettle his ‘adherents to 
the teachings of Rome,’ while Matt's 
MU team, depleted by suspension, 
crackled in attack thanks to the well- 
seasoned scoring prowess of their 
diminutive Icelandic pig, returned 
fresh from an enforced two-match 
lay-off. Nicholas’s 12th minute strike 
seemed to promise a return to glory 
for Dominik's gang, but a Sting 
equaliser, followed by two absolute 
snorters from the irrepressible Bjork 
(who also collected her third yellow 


card for having a stupid name) — 


proved too much for the clapped- 
out keepers of The Eucharist. The 
‘tired and emotional’ Diamond, 
whose increasing use of fruity high- 
land metaphor shocked even hard- 
bitten match officials, seemed to 
sense that another defeat would 
mark the end of his challenge for 
the Championship and in the final 
minutes, even the usually skillful JFE 
almost completely lost his head, 
earning a caution for a deliberate 
trip on the elusive Peter Gabriel 
Result: 1-3. Nicholas 1-0 
Cautions 


Scorers. 


Sting 1-1, Bjork 1-2, 1-3: 
Bjork, JFK (yellow cards). 
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WHAT DO POINTS 
MAKE? 


Each of your eleven players will | 
gain plus or minus points 
depending on how their team 
played, as outlined below: 
| Goalies: Score -1 point for every 
goal their team concedes or +5 
| points for a clean sheet. 
| Defenders: Score -1 point for 
| every goal their team concedes 
| or +3 points for a clean sheet. 
Mid-fielders: Score -1 points for 


| Nigel Martyn 
every goal their team concedes i 


| Jin 


and +1 for every goal scored. | wane bb seh 
. : ruce & i ar 
Attackers: Score +1 point for | Pope John Paul It 


every goal their team scores. 

Goal-scorers: Score +1 point for 
every goal they score, with an 
additional +2 points for every 


Ray Clemence 























Eddie Van Halen 






































































hat-trick. George Michael 
Yellow Cards: individual players | David Bowie 
score -1 point if they are shown eee 
the yellow card. iain 
Red Cards: individual players | | the Batmobile Scoaby Doo 
‘score’ -3 points if they are sent | | Cat Woman Denis Wise 
: is sus- | The Joker Geoff Thomas 
off. If one of your payers is SUS- | eae een Elizabeth Taylor 
pended from the league, then Soot River Pheonix 
he'll score -2 points for every | Bagpuss 
match he misses. | Crystal Tipy 
Bod ia Glenn Hoddle 
Mark King Dennis Wise 
; Paul McCartney John Barnes 
THE TEAMS een senate 
50 who are the all-important Attila the Hun 
managers then, eh? Hadrian 


Simon Byron Richard the Lioniamart 










































































Henry V 
Gotham Park Rangers David Bardsle 
Andy Nuttall Gary Charles 
We Only Sing When We're Martin n 
eke Keith Richard 
Matt Broughton a | Ubik eee 
The Musician's Union Boy George 
Harry Attrill Jimi Hendrix 
The Dead XI 3) Steve Clark 
Jon Hare hice alae 
‘ a berg 
We Love U Ingl'nd | Frank Sinclair Comm. Gordon 
Batman 
Jools Alan Hanson : 
Mr Ben 
The Famous Addicts Mark Lawrenson ies Tema 
Steve Staunton: Pp go 
Tom Watson Torchy (TBB) 
Chelsea : ara a panes Peter Gabriel 
Chris Chapman Tom Hagen | 2 
Liverpool CIC : a ce am: toca 
Dominik Diamond meme Ais 43 | Ned Ludd 
cart tg Phil Thompson | 
Catholic Family Steve Nichol ad eee 
Rik Henderson | 3| Tommy Smith os es ame 
The Red Machine 104) Phil Neal 55 | Nigel Clough 
aa ——_—_+— 64 | Sid Vicious 
65 | Jools 
66 | Jamie Blandford 
, mT ; _ 75 | Gavin Peacock 
Win = 2 points, Draw = 1 point. ps Mark Stein 
Team — 77 | Craig Burley 
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HOW ARE YOU DOING? 


Okay, here are the scores so far. Add up the 
scores for your players and keep the total number 
of points you accumulate until next month. Ta-ra! 
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DRELBS 


Drelbs is quite interesting, mainly 
| because it’s one of the few games 
— full priced or PD — that manages 
to combine the puzzle and arcade 
genres without ruining one of them 
along the way. It’s a hell of a lot eas- 
ier to play than it is to explain, but 
start by casting your mind back to 
those rainy days during the summer 
| holidays, when your mum desper- 
ately tried to think of games to play 
that would keep you quiet for about 
six minutes at a time (what with the 
Amiga not yet invented). One of my 
particular favourites was one called 
‘Squares’ where you spent about 
twenty minutes filling a blank sheet 
of paper with tons of little dots, and 
then spent about six minutes trying 
to make more boxes than the other 
player, taking it in turns to draw a 
single line. Okay, so you've got that 
in your mind, yes? Right, well now 
try to imagine the same thing, only 
with revolving doors. Yes. 
Strangeville, huh? 

This is (sort of) what Dre/bs 
is about. You're a little mush- 
roomy-looking bloke, and 
have to wander through a 
screen full of ‘doors’, turning 
then around so that they 
form boxes. Of course, realis- 
ing that no game would be 
|complete without some sort 
of nasty geeza after you, 
| Drelbs features a number of 
Mental Block-like baddies that 
show an unnerving amount of 
intelligence, doing their best 
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Drelbs... stranger than an elephant pie... 
but entertaining nonetheless. 





to run into you and steal a life, 
while moving the revolving panels 
and generally making a nuisance of 
themselves. 

Once you've constructed a cer- | 
tain number of boxes on the level, 
the screen changes to a page con- 
taining a number of replica ‘yous’ 
plus any enemies that were still 
going from the level before. Here 
you must touch every replica, wak- 
ing them up and sending them off 
the screen until the area is cleared. 
Then it's off to the next level. 

The number of replicas on the 
screen depends on how many 
enemy boxes there were when you 
entered, so obviously, the faster 
you can get off the level the better.- 

| realise it sounds a bit weird, but | 
it really is an excellent little puzzler, | 
allowing you the chance to enjoy a 
bit a running around, while still 
engaging your brain enough to 
avoid monotony. Not bad at all, 
really, and earning the more than 
respectable overall mark of... 





ee 








GLAXO 


We should be used to weird games 
from foreign countries by now, but 
having only just recovered from the 
frankly bonkers Hugo the Troll, a simi- 
lar chunk of PD software has just 
arrived, and boy is it strange! 

Glaxo is similar to Hugo in many 
ways. The first and most obvious give 
away is the larger than normal charac- 
ters, but after playing it for a while, the 
sound effects and general gameplay 
also start to hint at its origins. 

The game itself is a simple ‘walk 


| from left to right’ affair, but some of 
| the baddies that trundle towards you 


are very definitely ‘not usual’. There are 
small dogs that can be shot (they lie on 
the floor in a rather distressing way) 
not to mention crazy cats, barmy beach 
balls, huge walking mice, and silly seag- 
ulls. Yes. Strange. 

You have a number of strength lev- 
els, which affect the speed that you 
walk and the way you fire, but other 
than that, the only real problems you 
face are the large areas of water that 








Glaxo... features a wolf in shades 
and, below, a shark. Er, Mine's a pint 





spell certain death (C-E-R-T-A-I-N D-E-A- 
T-H, fact fans). 

Glaxo has an off-beat charm that 
only foreign games seem to have, and 
keeps you playing (if only through 
curiosity to see what's round the next 
corner) but ultimately has little to offer 
in terms of gameplay. Interesting, but 
not a patch on sex. Or beer. 
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OBLITERATIVES 





Pollution, all around, etc. etc. Yes, we 
all know the oldies, don't we? But are 
we prepared to do anything about 
the heinous crime that takes place 
every day? Will we ever stop pump- 
ing thousands of tons of crap into 
the atmosphere? And what about the 
old ozone layer, eh? How do you 
fancy your kids growing up with 
extra eyes and voices like Bonnie 
Langford? Yes, bloody frightening 
isn't it? (Well Bonnie Langford's voice 
is anyway). 

Well this is your chance to put 
things right, with a small power plant 
sitting vulnerably in the middle of an 
island, just asking to be blown up by 
yourself. Unfortunately, the base isn’t 
entirely defenceless, and does have a 





Obliteratives... breaking the mould? 


single gun which moves its sights 
around the screen after you. Should 
the sights catch up with you as you 
scoot around, a life will be lost 

You can choose to pilot either a 
hovercraft or a boat (in an Asteroids- 
y ‘rotate left, rotate right; thrust, fire’ 
sort of way) as well as being able to 
arm you craft with torpedoes for 
land and sea attack. Before you can 
attack the base itself, you have to 
destroy five targets that appear 
either at set locations or randomly 
(arranged by yourself via an options 
menu) at which point the base will 
become weak and allow you the 
chance to destroy one of its three 
storage tanks. Should you fail to 
destroy the tank within a minute or 
two, you have to go back to blowing 
up the targets. Once you have blown 
up all three tanks, the entire plant 
self-destructs and you are treated to 
a victory screen. There are six of 
these levels to work through, some 
very empty, some very restrictive 
with island layouts. 

You can play in a simultaneous 
two-player game, where the gun 
sight is no longer present, but each 
player has a target of its own, the 
aim being to beat your opponent 
destroying the base. You can either 
concentrate on the targets, or go 
after each other. 

There are a number of options 
that allow the player to control the 
difficulty and speed of the game, and 
this, coupled with a nice two-player 
option, makes Obliteratives one of 
the more user-friendly and enjoyable 
bits of PD around. Ta. 


[mucus 


Kids ‘n' mucus — they love it! Whether 
it's home-grown or bought from the 
shops, you can't beat a good handful 
of the old green stuff. My mum used 
to curse whoever it was that thought 

| up Play-Doh (our carpets were never 
the same) and as for those buckets of 
Slime, well, what fun we had (me and 
my sister that is, not me and my mum. 
She just used to shout a lot. And beat 
us. And stuff). 

Anyway, enough of that, Mucus is 
a PD game with a difference. Er, well 
actually it isn't — it’s just more of the 
same old platform business, really. 
Only this time ripped-off from System 
3's Silly Putty. 

You are a blob (of mucus, 
doubt) who must travel around a 
number of screens collecting as many 
jewels and gems as possible. There's 
no limit to the amount of time you 
can take, and you are equipped with 
five lives as you travel around the 
screens. You can jump, roll and gen- 
erally plop around each level, making 
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BETTER DEAD 
‘THAN ALIEN 


| know what you're all thinking — 
not more PD Space Invader clones! 
| Well, you know me, never pull 


| something out unless it's a bit spe- 


cial (wa-hay!) and this is just a little 
bit more interesting than the usual 
clone we generally receive. 

Better Dead Than Alien is, admit- 
tedly, nothing new. What is new is 
the fact than you control you ship 
with the mouse, allowing a bit of 


| vertical movement as well as hori- 


zontal. The overall feel of the game 
is a bit more fluid and ‘organic’ 
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Better Dead Than Alien... 


use of platforms and floating blocks 
that you find along the way. Mr. Bogie 
is, of course, not exactly invulnerable, 
and should he come into contact with 
any sharp pointy things he'll burst. He 
also dies if any blobby gezzas touch 
him, and he's not exactly at home in 
huge pits of acid either. 

There's not a hell of a lot more to 
tell you about Mucus; it's basically 
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oh | don't know. | quite fancy being an alien. 
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than usual, with a very loose move- 
ment throughout. This is quite pleas- 
ant, and a bit less restrictive than the 


usual ‘left-right-fire’ invader clones. 
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okay, but lacks the character neces- 
sary to disquise the fact that it's unin- 
spired and unoriginal. Oh well, 
could've been worse. Could've been | 
a text adventure. 


OVERALL 


Mucus... snot very clever, is it? But 
neither is this caption. 
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The aliens are also quite inven- 
tive, both in design and attack pat- 
tern, augmented by some nice sub- 
sections, including a sort of 
asteroid-invaders level and the obli- 
gatory big guardian aliens. 

Power-ups also make a fair 
appearance throughout, with a 
sound effect bringing it to the play- | 
er's attention. At this point, one of 
the aliens will change colour slight- 
ly, and when shot, will release one 
of eight possible powers ranging 
from double lasers to smart bombs | 
to power bolts. 

| realise that we've seen more 
invader copies than we'll ever truly 


need, but | guess that just makes 
8 this more impressive in that it still 


manages to catch the eye. Good old 
fashioned fun. Avec le brass knobs. 
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any ordinary people envy 
us our jobs as clever com- 
puter magazine folk — 
and quite rightly too! | mean, strip 
away all the ‘journalism’ rubbish and 
what have you got; a bunch of kids 
who never grew up, playing games 
all day long and then writing about 
them. Sometimes. 

Of course the best bit (and the bit 
that generally winds people up the 
most) is the fact that we never ever 
pay for any of the games we play. 
Imagine waking up every day, nip- 
ping down to the front door, and 
finding that once again postie has 
left you a selection of the hottest 
new Amiga goodies. That's what it's 
like for us every morning when we 
pop gaily down to the post room. 
Not bad, eh? 

So, you might wonder, with all 
these games piled high in the offices 
of The One, what do you play all day 
long? | mean, obviously you've got 
the fan-tastic games that you're 
reviewing and previewing for the 
next issue, but when it comes to 
playing something for pleasure, 
you've got the pick of anything you 
want haven't you? Is it Elfmania, 
Frontier, Ruff ‘N° Tumble? Well actu- 





ally no. It's a Mr Do copy from one 
of my mates in PD land. Crazy huh? 

50 what, ladies and gentlemen of 
the jury, is our conclusion? Well, 
when it comes to golden oldies, it's 
not just nostalgia that keeps ‘em 
going — but the fact that they've 
always been bloody good games. 
With this in mind, let us all give great 
praise to the god of PD for reviving 
the age of conversions! 


BOB'S GARDEN — MR DO 


Bob's Garden is the game I've come 


over all weak-at-the-knees about in | 


me intro and it must stand as one of 
the most addictive games I've played 
in the year I've been working here. 
Bob is a faithful reproduction of an 
old arcade jobbie that went by the 
name of Mr Do, which featured a lit- 
tle pixie-ish fella, arrayed attractive- 
ly in green, and armed with only a 
trusty throwing-ball-thing. The idea 
behind Mr Do was about as simple 
as they come, with Do San being 
charged with the task of emptying 
each screen of piles of delicious cher- 
ries and apples. Unfortunately for 
the petitely vertiginous chappy, a 
host of nasty dragons and diggers 
also wish to scoff the fab fruit, so 
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there were no end of tricky situations 
and tense moments from which our 
pint-sized pea-coloured hero had to 
extricate himself. The proceedings 
were beefed-up with the inclusion of 
bonus apple-hungry characters to 
generally hound him along the way. 
Bob's Garden is uncannily accu- 
rate, down to tunes that will send 
you dewy-eyed to nostalgia land (if 
you played the original coin-op) and 
the game only falters in comparison 
because the main character is not 
quite as er... ‘green’ as before. 
Bob's Garden is easily located in 
all the PD libraries’ current listings, 
and I'd advise you to buy it now. 





DONKEY KONG 

Well, blow me down! Who'd have 
though that this hairy, little plumber 
would go on to become one of the 
major computer characters of all 
time? Not me, mate, | hated him. 
Yes, sorry to say that | was one of the 
people that never really enjoyed 
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Donkey Kong — but so what? Whe 
gives a toss what | think anyway’ 
(Not me, mate — everyone ever.) 

50 what's to tell about DK then? 
Well, it was only four levels long 
(which according to ‘big’ Dave 
Upchurch, was what it was like in the 
‘good old days’) and featured saic 
moustachioed fat bloke trying to res 
cue his girlf Daisy trom the ewe 
clutches of the Donkey Kong of the 
tithe (who surprisingly enough wasn't 
an enormous donkey hanging off the 
Empire State Building and swatting 
annoying little bi-planes like flies.) 

Barrels rolled towards you, burn- 
ing oil patches tried to roast your ten 
der peach-soft behind, and ladders 
sort of hung there in an attempt te 
get you to stick your head in front o* 
dangerous things. 

This is about the most accurate 
conversion that I've seen, but only 
worth hunting down if you're a real- 
ly sad nostalgia freak. Like me. (Or ® 
you just liked Donkey Kong!) 
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DIGGER — DIG DUG 
Having picked up a healthy 85 per- 
cent in the May issue's PD Zone, Dig- 
ger is an excellent conversion of my 
chip shop classic Dig Dug. In the 
coin-op, you had to clear a screen of 
its baddies by digging your way 
through the rock that filled the 
screen, and getting into each of the 
nasty’s caverns. Once inside, you 
whipped out a kind of bicycle pump 
and inflated the monster until they 
burst. Of course this starts out as a 
fairly easy task, but as the levels 
progress, the monsters are able to 
move faster, not to mention cun- 
ningly taking on intangible form and 
floating spookily through solid rock. 
To add to your problems, the pump 
took a while to blow-up each mon- 
ster, and with a couple coming at 
you at once, you were in big troub’ 
without a careful bit of planning. 
Digger (the conversion) is written 
by the same author as Bob's Garden, 
and strangely enough, features the 
same character (that's Bob, stupid 
fact fans). This character change is 
also about the only inaccuracy about 
the conversion, and other than that, 
all of the original musical, sound 
effects and graphics are there. Excel- 
lent stuff. Oh and can | have a 
saveloy with my chips please? 





HEMROIDS — ASTEROIDS 
Er, as you might imagine, this is an 
Asteroids clone. With a nice hyper- 
space effect. And, er... that’s it. 





GORF 

Gorf was something unusual in the 
arcades because it was itself a com- 
pilation game. Taking a number of 
popular formats, it combined Galax- 
jans and Space Invaders plus a cou- 
ple of other ideas into a moderately 








entertaining interactive arcade out- 
ing. This conversion is fairly faithTul, 
with one or two graphical tweaks 
and without that weird speech that 
was one of the original game's most 
interesting points. 

Basically, treat Gorf as you would 
an Abba Album: only exchange hard- 
earned drinking vouchers for it if you 
are sad enough to wish to re-live a 
questionable past. 
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MOUTHMAN — PACMAN 
I'm sure | don't need to go into much 
length about the workings of Pac- 
man, but suffice to say that you were 
a little yella-fella who had to eat all 
of the dots in a maze while avoiding 
the hungry attentions of four pursu- 
ing ghosts. Four power dots allowed 
you to turn the tables and eat the 
ghosts, but this reversal of fortune 
only ever lasted a minute or so, 50 
you had to be a bit nippy. 

On first glance, Mouthman looks 
to be an exact copy. However, once 
you start moving, it becomes appar- 
ent that none of the original noises 
have made it this far, and — hang on 
— the famous Pacman music is miss- 


ing too! The programmers have also | 5 


felt the need to change the fruit 
bonus icons, and have added invin- 
cibility pick-ups. Call me an old 
fuddy-duddy but this is all a bit 
‘nineties’ for me, and isn’t necessary. 

Ultimately, Mouthman has got the 


looks, but i’d like to send the pro- other than capture its playability. The 


grammers a caustic note: ‘Oi! Why fix 
it if it ain't broke? 
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CROAK — FROGGER 
This is another game that appears on 
the ‘Golden Oldies’ compilation, and 
needs little explanation except to say 
that you are a frog (oh yes you are) 
and must negotiate a busy stretch of 
road and a log-jammed river, to 
reach the safety of your river bank. 
Sadly, this isn't so much conver- 
sion as perversion, as Croak does |it- 
tle to duplicate the original Frogger 
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sounds are new and the dinky tunes 
that enhanced the original have 
gone. All that said, this still remains 
one of the more fun copies of an age- 
less classic. 
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WE CAN GET ANY PD ADVERTISED IN THI 
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ALL MANGA VIDEOS AND MERCHANDISE IN STOCK 


MANGA @ KISKE] @ CRUSADER @ ANIME 
PROJECTS @ WESTERN CONNECTION 


TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE 


MAVERICK MAIL ORDER LTD 


PO BOX 7, ROSS ON WYE, HEREFORDSHIRE. HRS 7YX 
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ay 1993 

OTHE DISKS! Playable demos of Lost 

bings, Legend 2, The Ancient Art of War in 
© Skies. Sink or Swim and Super Cauldron 
ms a complete PD Game: Balder’s Groove 
PPED! Syndicate, Overdrive, Fll7a Stealth 
shter, Soccer Kid and many more! 

WIEWED! 817 Flying Fortress, Beavers, Sink 
Swim, Championship Manager ‘93, Nippon 
os and many more! 

PED! Players’ guide to Body Blows and 

et Faldo’s Golf, more on AGB and Bill's 
mato Game plus the start of a massive 

eos Engine guide! 

U5! Alien Breed 2 development diary 

erts! And — Exposed! How the mass media 
=Ers computer games! 


WE 1993 

STHE DISKS! Blaster! A specially written 

® game for The One, plus a playable demo 
Nippon Safes and two complete PD 

anes: Alien Bash and Tractor Beam. 

SPED! Bubba ‘n‘ Stix, Realms of Darkness, 
mocent Until Caught, Maelstrom and many 
mre! 

MWIEWED! Goal!, Super Cau/dron, Ancient 
eof War in the Skies, Legend 2, The Lost 
ings and many more! 

PFED! Players’ guide to Lionheart and 

tack Rock 2 plus the completion of the 
Sutions to AGH and Chaos Engine! 

WS! Plus we tell you how to get into the 
etware industry! 


AY 1993 

S THE DISKS! Playable demos of Cannon 
sider, Global Gladiators and Fi Challenge 
i a complete PD game, Baldy! 

PED! Jurassic Park, The Settlers, Stardust, 
on The Sorceror, HeroQuest 2 and 

any more! 

MWIEWED! Ishar 2, War in The Gulf, Dune 2, 
enship 2000, Syndicate and many more! 
PPED! Complete players’ guide to Arabian 
tights, Beavers and 817 plus the start of an 
Sandoned Places 2 solution! 

5! Thalion Interviewed! 


BGUST 1993 

S THE DISKS! Trex Warrior! A full game 
Stten for The One by Thalion, plus playable 
enos of ishar 2 and Snakes plus a complete 
S game: Wibble World Giddy. 

SFPED! Total Carnage, TEX, Beneath a Steel 
ty, Utopia 2, Brutal Sports Football and 
any more! 

PWEWED! Deep Core, Sim Life, Whale's 
eyege, Battle Isle “97 and many more! 
PPED! Guide to Dune 2, Gunship 2000, 

eech for the Skies, plus Abandoned Places 
the complete solution continues and the 
ferld of Legend solution starts! 

LS! The CD 32 is unveiled! 

mle's Raw Deal! 


EPTEMBER 1993 

MTHE DISKS! Playable demos of Overdrive, 
bbs ‘n’ Stix, F117a Stealth Fighter, Deep 
ore and Suburban Commando! 

SFPED! Last Action Hero, Micro Machines, 
red Chicken, Theatre of Death, Seek & 
troy, Oscar and many more! 

HVEWED! Soccer Kid, Hired Guns, Diggers 
Semler Manager 2, Yo! Jo!, Blob, The 
Srician and many more! 

FED! Complete players’ guide to 
eedicate and War in the Gulf, a complete 
wide to Transarctica and the start of the 
Sar 2 solution, the ongoing Abandoned 


Ove et a ee Ey 
Reader of The One, the publication we like to think is 
Britain's biggest and best Amiga games magazine, but that's 
because we write it. However, there may be embarrassing 
Pe mee a Um me Ce LT 
EC CC es Me mC se 


haps you have just 


learned to read, 


le Ly 


Pe et CU ee |) 


didn't you place an order? 


Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
POM Mt Meee Ct Mk eT 4 
back to the dawn of time (well last year, anyway), complete 
TU a eee ee 
Pete BM ee et Be 

ee ee ee em Ce ed 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
ee eee Me ee) ee 
Se ee ee Ul etd 





Places 2 and World of Legends sagas 
Plus CD 32: More Info! 


OCTOBER 1993 

ON THE DISKS! Playable demos of Space 
Hulk, Alfred Chicken, and Burning Rubber! 
WIPPED! Mortal Kombat, Elfmania, 
Evolution, Wonder Dog, F1 and many more! 
REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micra Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players’ guide to Diggers, 
Beastiord, Wibble Warld Giddy, The 
Patrician, Goal!, and more of the Ishar 2 and 
World of Legend solutions! 


HOVEMBER 1993 = 

ON THE DISKS! 3 disks again, featuring a 
playable demo of Uridium 2, Hera Quest 2, 
and Seek and Destroy, along with two com- 
plete PD Games! 

WIPPED! Body Blows Galactic, Kings Quest 
Vi, Rally, Rise of the Robots, Seventh Sword 
Of Mendor and many more! 

REVIEWED! Brutal Sports Football, Cardiaxx, 


THE ONE BACK ISSUES OFFER! 
‘Please send me the following back issuels) of The One: 


sesceeentnncaneeees seseeeresnnnseneeenauennteennrasneesapenanenragnaennnanasns es aaa 


aie senrenenaronseensarenriasieey wees vier ae stcode..... 


Donk, Frontier:Elite 2, Qwak and many, 
many more! 

TIPPED! Hired Guns (Part 1) Alfred Chicken 
(Part 1) guide to Space Hulk (Part 1) Ishar 2 
(Part 3) and many more! 

PLUS! The Programmers talk to us! DMA Talk 
to us. Find out how we make The One, 


DECEMBER 1993 — 


JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix — a 
complete game from Stavros Fasoulas — plus 
a demo of Zoo/ 2 and a complete A1200-only 
PD game! 

WIPPED! Universe, Coo! Spot, Dennis & 
Grhasher and Heimadall 2 Part 2! 

REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba ‘n’ Stix and loads more. 
TIPPED! Players’ guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The Programmers of Liberation speak! 
Massive preview of the games scheduled for 
release in 1994, 
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FEBRUARY 1994 — 


MARCH 1994 

ON THE DISKS! Playable demos of 
Benefactor, Ork Attack, Pollymorph and 
Championship Manager Italia plus a 
complete PD Game Premier Pics! 

WIFPED! Bump ‘n’ Burn, Armour-Geddon 2 
Huge Troll and Guardian! 

REVIEWED! Puggsy, Champ. Manager Italia, 
Super Methane Brothers, Seek & Destroy, 
Batman Returns, The Ryder Cup and tons 
and tens more! 

TIPPED! Star Trek (part 2), The Labyrinth of 
Time and Simon the Sorceror! 

PLUS! Soccer spectacular: Our extensive 
round-up of soccer games for the Amiga. 


APRIL 1994 

ON THE DISKS! Playable demos of Heimadaill 2 
Bump ‘n* Burn plus two complete PD games 
Parattack and Cookie! 

WIPPED! Banshee, Fiight of the Amaran 
Queen, Kult of Speed and Club Football — 
The Manager ! 

REVIEWED! Darkmere, Murzy, Manchester 
United Premier League Champions, Mega 
Motion/Statix, Heimdall 2, Bubble and 
Squeak, Legacy of Sorasi/ and bags more. 
TIPPED! The Settlers, Stardust, Wizkid and 
many more! 

PLUS! We talk to & Software Pirate! 


MAY 1994 

ON THE DISKS! 3 disks yet again! Playable 
demos of Puggsy, Clockwiser, Mr Nutts and 
Banshee (A1200 only), plus two complete PD 
games, OUCH and Smidge! 

WIPPED! Impossible Mission 2025, Hardcore, 
Mr Magoo etc, etc, 

REVIEWED! K 240, Apocalypse, Total Carnage 
Armour-Geddon 2, Arcade Pool, Stable 
Master 2 and... oooh loads more! 

TIFFED! innocent Until Caught, Campaign 2 
and much, much more! 

PLUS! The Sensible Soccer Fancy Football 
League and we preview Beeb 2's new pro- 
gramme with games in it, The Met. 


JUNE 1994 

ON THE C1SK5! Playable demos of Armour- 
Geddon I, Gulp, Touch ‘AN’ Go. Plus two fan- 
tastic complete PD games, Kung Fu Charlies 
and Digger! 

WIPPED! Oragonstone, Kick-off 3, Ruff ‘N" 
Tumble, Super Stardust and many more! 
REVIEWED! Elfmania, Valhalla, Benefactor, 
Sierra Soccer, Traps ‘N* Treasures, Bump ‘N’* 
Burn and many more! 

TIPPED! Players’ quide to Darkmere, plus a 
complete solution to Beneath a Steel Sky, 
and part 3 of our Goblins 7 solution. 

PLUS! The Sensible Soccer Fancy Football 
League and the exhaustive guide to ECTS. 


JULY 1994 

ON THE DISKS! Playable demos of Sensible 
Soccer international Edition, Empire Soccer, 
Quik and Out To Lunch! 

WIPPED! FIFA Soccer, Kid Vicious, Top Gear 2, 
Wild Cup, Psycho Pinball and many more! 
REVIEWED! Out To Lunch, Banshee, Crash 
Dummies, Impossible Mission 2025, Quik and 
literally ‘some’ more! 

TIPPED! K240, Armour-Geddon 2, Manchester 
United PLC, Perihelion and bags more! 

PLUS! The Sensible Soccer Fancy Football 
League and our fantastic potted history of 
the Amiga, with pictures, jokes and every- 
thing. Honest. 
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Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One Is Britain's biggest and best 
Amiga games magazine. Every month The One gives you: 


The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 


In-depth and unbiased reviews of all the latest releases! 


Regular hints, tips and cheats to help you get the most out 
of your games! 


Comprehensive coverage of the PD and budget 
games scene! 
The best and most exclusive demos in the business? 


The odd crap joke and a spelling mistake or two! 


Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don’t want 
that - and we're sure you don't either - which ts why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 


You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 
You guarantee your copy of The One every month! 


Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 


There really is only One magazine you need. Subscribe now and claim your Team 17 game. 


@ Overdrive 
Take the driver's seat in 4x4’s, Buggies, Supersports 


@ Body Blows Galactic 
“just about the best beat-'em up available.” 


Simon Byron, The One January 1994. 
Overall Score 87%. 
Worth £29.99 A1200, £26.99 A500/600. 


@ Alien Breed 2 

“Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play.” 

Simon Byron, The One December 1993. 

Overall Score 91%. 

Worth £29.99 A1200, £26.99 A500/600. 


@ Superfrog 

“Glumph!" 

David Upchurch, The One April 1993. 
Overall Score 93%. 

Worth £26.99. 


and G.P. Cars and race aroung twenty gruelling 
courses across five different terrains. 
Overall Score 83%. Worth £25.99. 


@ SPECIAL EDITION DOUBLE PACK 

Alien Breed Special Edition 

“if you didn't pick up Alien Breed the first time 
around then buy this Special Edition now." 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project X Special Edition 

“Hf you don’t already own the full-pricer then don't 
buy another game until you've snapped up this.” 
Simon Byron, The One August 1993. 

Overall Score 92%. 

Worth £21.98. 


A Subscription to The One 
(12 issues including postage) 
costs only: 


U.K, BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 


Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 





Your software choice is mailed separately 
to your first issue. Please allow 28 days for 


YOU'VE NEVER HAD IT SO GOOD! tuigitment. 


FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 28TH AUGUST 1994. 


To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 


THE ONE AMIGA SUBSCRIPTION ORDER FORM | 


I 
| SUBSCRIPTION RATES (12 issues including postage) | 
| (Please tick) | 
J £47.40 UK/BFPO Ld £50 AIRMAIL EUROPE/EIRE J £49.00 OVERSEAS SURFACE MAIL 
‘ £75.00 OVERSEAS ZONE 71 AIRMAIL ad £83.00 OVERSEAS ZONE 2 AIRMAIL | 
| METHOD OF PAYMENT | 
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There was a sound of thunder and God spake unto Noah, saying: “The outlook is for is 
scattered showers, followed by more persistent rain for 40 days and 40 nights, so keep 
your umbrellas handy. Widespread flooding is expected in low-lying areas”. “Blimey,” 
saith Noah unto his sons Shem and Japhet, “I reckon we should get building that Ark.” 
And there was another rumbling on-high. “Pardon me”, saith the Lord, “but I nearly for- 
got to remind you to take all the animals with you, two-by-two.” “Righty-ho” said 
Noah. But Shem piped-up saying. “Animals are boring, Dad! | say we should take our 
favourite Amiga games with us, to while away the interminable hours of rain and dark- 
ness.“ “Valid point, my son” replied Noah, “get it sorted.“ And so it came to pass that 
the games came aboard the Ark two-by-two and the last to be Recommended were 
Banshee and Out to Lunch and lo they were high in the favour of the The One. 


Alfred Chicken Body Blows Galactic 


Publisher: 
Publisher: Mindscape Team 17 
Issue Reviewed: October 1993 - Pee issue Reviewed: December 1993 
Memory: 1Mb Memary: 1Mb 
Price: £26.99 Price: £26.99 


Yet another sequel from Team 17 which does for street 
fightin’ what Alien Breed 2 does for bug huntin'. Body 
Blows Galactic is ‘the business’, boasting much 
smoother animation — the characters no longer move 
like Scott Tracy — faster action, animated backgrounds 
and enhanced sound effects. 


Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of its 
rivals by simply being incredibly playable. There are 
tons of secret rooms and bonuses to find and, generally 
speaking, you'd be hard pushed to find a better no- 
nonsense platform romp. 


Alien Breed 2 Brutal Sports Football 





Publisher: Team i7 Publisher: Millennium 
Issue Reviewed: December 1993 Issue Reviewed: November 1993 
Memory: 1b Memory: 1Mb 

Price: £26.99 Price: £25.99 


it's been a long time since Speedball 2 set the pace in 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete it's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occaisional decapitation. You have been warned... 


Bubba ‘n’ Stix 


Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier, Some have complained it's 
too easy, though... 


Banshee 
Publisher: Core Design 
_ issue Reviewed: January 1994 
Publisher: Core Memory: iMb 
Issue Reviewed: July 1994 Price: £25.99 
Memory: 2 Another platform game from Core Design? Surely not! 
Price: £29.99 We shouldn't moan, though, especially if they're as well 


designed as Bubba 'n' Stix. Yes, it's a bit short, but it's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. Fantastic stuff, when 
all's said and done. 


Bump ‘N’ Burn 


Banshee is a roller-coaster ride to hell. In a buzz-bird 
called Banshee. Test your trigger finger and powers of 
concentration in a Tora!Tora!-tastic one- or two-player 
flight of fantasy and er... blowing things to kingdom 
come. It's great fun, basically. 


Beneath a Steel Sky 


Subikihier: Vieuin intetaciivs Publisher: Grandslam 
Perey "- _ issue Reviewed: June 1994 
lssue Reviewed: November 1999 
Memory: 1Mb 
Memory: iMb Seine: £25.99 
Price: £29.99 ae 


Addictive 3-D racing as this Super MarioKart-with- 
knobs-on screeches on to the Amiga. Death Race 2000 
in a chucklesome cartoon style, with amazing weapons 
to blast your way through eight levels of super-charged 
chicanery, make Bump ‘NM’ Burn a must for those who 
always thought that all Scabectrix lacked was a bit of 
mindless violence. 


Revolution's latest has been produced in collaboration 
with comic artist Dave Gibbons, and if ever there was a 

match made in heaven, then this is it. The result is a 
stunning graphic adventure which might lack ' 
humour compared ta Monkey Island — but more 
than competes In every other department. 
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Cannon Fodder 


Publisher: Virgin Interactive 
Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £29.99 


War, according to the Sensible boys, has never been so 
much fun, and we have to agree — Cannon Fodder is 
one of the most enjoyable games we've played in 
yonks. lt may look like a fairly simple run-around and 
blast affair, but there's a surprising amount of strategy 
needed if you're to make it through to the end. 


Ch’ship Manager Italia 


Publisher: Intelek 

Issue Reviewed: March 1994 

Memory: 1Mb 

Price: £17.00 

Although the main difference between this and the | AME MATA 


other Championship Manager games is that you gat to 
take control of clubs with funny names, the reduced 


Al Pr ee 


price and increased running speed earn this a | Bee Sek 


respectable mark. Novices may have a bit of trouble 
getting to grips with it but for the rest of us it's fab. 


Elfmania 


Publisher: Renegade 
Issue Reviewed: June 1994 
Memary: Mb 
Price: £25.99 


Mortal Kombat comes to the elf-kingdom and gets its 
teeth kicked-in by a gorgeous girly with pointy ears. 
Elfmania makes all other beat ‘em-ups on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly inspired. We were completely gobsmacked. It's the 
best ever. Honestly. 


Fi 


Publisher: Domark 

Issue Reviewed: February 1994 
Memory: iMb 

Price: £25.99 


From the French geezers who brought you Vroom 
comes this, the official Fi licence. To be honest it's 
basically Vroom all over again but slightly faster, (as if 
it needed to be!) and with a superb two-player mode. 
Although not realistic enough to satisty a true F1 buff, 
it offers incredible thrills and spills to the arcade lover. 


Frontier: Elite 2 


Publisher: GameTek 

Issue Reviewed: November 1993 
Memory: iMb 

Price: £34.99 


We've waited a long, long time for this, but it's been 
worth every minute of tt. Frontier is, quite simply, the 
game you bought your Amiga for, Admitted, it's not the 
most ‘beginner friendly’ game ever, and it takes a while 
to get its hooks into you, bul when it does it won't lat 
go for years. A must buy. 


Fury of the Furries 


Publisher: Mindscape 
issue Reviewed: January 1994 
Memory: iMb 

Price: £29.99 


A puzzie/platiorm game very similar to The Lost Vikings, 
Fury of the Furries offers 100 levels of mind-bending, 
reflex-testing action as you use your three cute Tinies in 
various permutations to reach each stage's exit. Believe 
us, it's as addictive as hell. 





RECOMMENDED 














Genesia 

Publisher: Mindscape 
issue Reviewed: January 1994 
Memory: iMb 
Price: £29.99 


This is a huge ‘society building’ game very similar to 
The Settlers. Starting off with a tiny tribe of people, you 
must use their various skills to build a thriving 
civilisation. It's not as easy to get into as The Settlers, 
but offers greater rewards for those who persevere. 


Heimdall 2 


Publisher: Core Design 
Issue Reviewed: Aprili9o4 
Memory: 1Mb 

Price: £34.99 


Heimedall 2 is without a doubt, the best of its kind, It's 
got just the right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
the right places. Blood, runes, orcs and great dollops of 
magic will keep you on Loki's trail, in the company of a 
fetching Valkyrie saucily-named Ursha. 


Hired Guns 


Publisher: Psygnosis 

Issue Reviewed: September 1993 
Memory: iMb 

Price: £29.99 


You may not think you like RPGs but if so then you 
probably haven't played Hired Guns — it truly is an RPG 
for everyone. Using a Dungeon Master-style control 
system you must guide four futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. Violent and fun 


Jurassic Park 


Publisher: Ocean 

Issue Reviewed: October 1993 
Memory: iMb 

Price: £26.99 


An Ocean film conversion with not a platform in sight? 
Shurely shome mishtake? Nope — taking a pinch of 
The Chaos Engine and mixing it with a couple of 
spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy of the licence, with arcade action a-plenty. 
Deserves to be a smash. 


James Pond 3 


Publisher: Millennium 
Issue Reviewed: June 1994 
Memory: 2Mb 
Price: £29.99 


The third Pond platformer is huge. And bloody fast. In 
Operation Starfish Pond weighs in with a leaner, 
meaner, Sean Connery of a performance to surpass his 
cute Roger Moore in Robocod. OK, so there's bit less 
colour but bags more character and the gameplay is 
infinitely more taxing. The ultimate Pond adventure! 


K240 


Publisher: Gremlin 
Issue Reviewed: May 1994 
Mamory: IMB 
Price: £29.99 


The best strategy game since Dune 2, K240 is a bit like 
Populous with asteroids. From your base-asteroid it's 
up ta you to discover more, colonise ‘em, exploit 
‘eam, and defend everything you've got against 
aliens in a race for galactic domination. Build 
fieets, blast aliens, mine stuff. The gameplay is 








Liberation: Captive 2 L-? 


Publisher: Mindscape Publisher: 

Issue Reviewed: December 1993 Issue Reviewed: 
Memory: 2Mb (CD32/A1200 only) Memory: 

Price: £34.99 Price: 


Yes! Here it is — the first CD32 game to enter 
Recommended. And deservedly so — Liberation is a = 
brilliant, atmospheric RPG with one of the sexiest intros 
you're ever likely to see. Really shows off Commodore's 
capabilities to the full. ™ 





Mega Motion 


Publisher: Black Legend Publisher: 

Issue Reviewed: April 1994 issue Reviewed: 
Memory: 512K weeps 

Price: £19.99 oy Price: 


One of the most rewarding and brain-teasing games 
we've played for ages. The concept is simple and the 
animation fab. It reminds us a bit of Boulderdash but 
it's not derivative. Only available as part of a two-pack, 
the other game being Statix which we rate at 64% and 
just misses its own entry. Stonkingly good value. 





Puggsy 
Publisher: 
Issue Reviewed: 


Microcosm 


Publisher: 
lssue Reviewed: 


Psyqnosis 
January 1994 
Memory: 2Mb (CO32 only) 
Price: ETBA 


Okay, 60 basically it’s little more than a basic 3D shoot- 
‘em-up in the Space Harrier mould, but as far as 3D 

shoot-‘em-ups go it's just about the best-looking one 
you could possibly imagine. And it plays pretty well too, 
although the joypad doesn't half make your thumb sore. | 
All it really lacks is variety. Ah well 


Memory: 
Price: 





graphics and sound. 


Micro Machines Qwak 


Publisher: Codemasters Publisher: e 
Issue Reviewed: October 1993 Issue Reviewed: 
Memory: iMb Memory: 

Price: £25.89 Price: 


No-one guessed that the Codies would beat Team 17 in 
the top-down racer Grand Prix but by golly they have! 
Although Micro Machines isn’t quite as groovy in one- 
player mode as Overdrive, it compensates for this by 
having the best two-player action you're avery likely to 
see. It's got to be played to be believed, 


Mortal Kombat 


Publisher: Virgin Interactive Publisher: 

Issue Reviewed: January 1993 Issue Reviewed: 
Memory: iMb 7 Memory: 

Price: £34.99 Price: 


Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen in a long time. Everything from the arcade original 
is here - the graphics, the sound and, most importantly, [ 
the gameplay (‘the gore’ surely? — Ed). Up until 
Elfmania, this was the best beat-'em-up on the Amiga.. 


Overkill The Settlers 


Publisher: Mindscape Publisher: 
issue Reviewed: October 1993 issue Reviewed: 
Memory: 2Mb (A1200 only) | Menvary: 

Price: £25.99 Price: 


An A1200-only game which actually makes use of all the 
32 bits, Overkill is the most intense blaster you're ever 

likely to come across. It's basically Defender with a 
few gameplay tweaks, 50 for shoot-'em-up purists 
it's the equivalent of heaven. May be a bit short for 
some, though. 











Out to Lunch 


Mindscape 
July 1994 
2Mb 
£29.99 


Food glorious food — but hang on! — it's all done a 
runnér! So Pierre Le Chéf is on a Cooks' Tour around 
some exotic locations (er.. 
re-steck his larder. Gut ta Lunch is a tasty platform 
patissérie with scrummmy animations and sprites that 
take the biscuit. And that's no word of a pie! 


. apart from Switzerland) to 


Premier Manager 2 


Gremlin 
September 1993 
Mb 

£25.99 


it's not every day you hear us raving about a football 
management sim, so when we do you can bet it will be 
pretty special — as Premier Manager 2 Is! It's full of 
features and options, yet still marvellously easy to get 
into and play. If you fancy taking your team to the top @ 
the league then here's where to come 


Psygnosis 
March 1994 
iMb 
£34.99 


On the surface, Pugasy looks like a slow platformer 
with not much going on, but if you spend a few minutes 
| jearning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 
beautifully animated arcade adventure with fantastic 


Team 17 
November 1993 
1Mb 

£12.99 


Qwak may be ‘just’ a budget title but it's completely 

| brilliant which is why It's found a home here amongst 
the Recommendeds. It's a one- or two-player Bubble 
Bobble-style game, with the aim being simply to amass 
points on your platform-filled odyssey through the 
kingdom of cuteness. Simply marvellous. 


Second Samurai 


Psygnosis 
December 1993 
1Mb 

£29.99 


Although perhaps looking a little too similar to the 
original First Samural, this sequel is a far better game. 

| The hero doesn't move quite a fluidly as he used to bul 
he's still pretty nifty with his sword, and the tighter leve 
design and less oblique puzzles make for a much more 
J entertaining experience all round. 


Blue Byte 
December 1993 
iMb 

£34.99 


imagine Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It's your typical God game 
(build an empire, keep your folks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Very user-friendly 
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Skidmarks 


Publisher: Acid Software 

Issue Reviewed: January 1534 - 
Memory: 512K = 
Price: £25.99 
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Ht you have fond memories of Super Off-Road then 
prepare to have them rekindled with this, a superb racer 
viewed from a similar ‘isometric’ perspective. Although 
a bit of a duffer when played alone — the computer cars 
are crap to say the least — i's brilliant in hwo-player 
mode 


\ 


eat 


Simon the Sorcerer 


Publisher: AcdventureSoft 
Issue Reviewed: February 1994 
Memory: iMb 

Price: £34.99 


Brits AdventureSoft take on the American might of 
LucasAns and Sierra with this humouwrcws graphic 
adventure. Obviously intended to be a Monkey Island 2 
beater, It comes close to succeeding. However the 
interface doesn't quite surpass Lucas Arts’ and the 
purries are tough — but don't let thet pul you off. 


Soccer Kid 


Publisher: Krisalis 

Issue Reviewed: September 1993 
Memory: 1iMb 

Price: £26.99 


Well, well, well. Just four months after we screamed 
that Supertrog was the best Amiga plattorm game ever, 
along comes Soccer Kid and we have to change our 
tune. t's nothing short of brilliant — gorgeous to look 
at, sweet on the ears, and boasting some of the slickest| _| 
gameplay we've seen in a long time. Buy it! 


Space Hulk 


Publisher: Electronic Arts 
Issue Reviewed: October 1993 
Memary: iMb 

Price: £31.99 


At last — a conversion of a boardgame that doesn't 
simply recreate the board in DP aint! instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of axtra computer effects to 
create one of the most atmospheric strategic-blasters 
we've seen in ages. Completely ace. 
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Stardust 


Publisher: Bloodhouse 
| Issue Reviewed: December 1993 
| Memory: IMb 

Price: £16.99 


An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be seen 
to be believed and it plays as well — maybe even better 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustin’ between levels, this is a 
feast you just have to treat yourself to. 


Uridium 2 


Publisher: Renegade 
issue Reviewed: November 1993 
Memory: iMb 

Price: £26.99 


The C64 classic comes to the Amiga in style, souped-up 
beyond belief with 32-colour graphics, 50-frames-per- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come to expect from a 
90's shoot-'om-up. H's very tough, but for die-hard 
blasting fans it's a dream come true. 


Wiz ‘n’ Liz 


Publisher: * Psygnosis 
Issue Reviewed: Nowember 1993 
Memory: iMb 


g Price: £26.99 


Originally a Mega Drive game, this cutesy race-'n'- 
collect-"em-up is perhaps a little too simplistic to be 
worth buying if you're going to be playing it alone — 
you're likely to get bored of it long before the end ever 
comes into sight — but it's great value if you've gol a 
friend whe can join in the fun. 


Zool 2 


Publisher: Gremlin 


] Issue Reviewed: January 1954 


Mammary: Mb 
Price: £26.99 


Yet another sequel wangles its way into these 
Recommendéed pages. Despite being more of the same, 
this is far superior to the original — Zool now has much 
more character, is much better animated and is a lot 
more enjoyable and loss frustrating to control, You can 
even play as Zooz, Zoo0l's girlfriend! 


Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 


(1) How many times a week is TV‘s EastEnders shown? 


(2) Who plays Michelle Fowler in TV’s EastEnders? 


(3) In TV‘s EastEnders, who burnt down Frank’‘s car lot? 


Answers on a postcard or back of a sealed envelope by August 28th to the following 
address: All-new Recommended Compo 5, THE ONE, 30-32 Farringdon Lane, London EC1R 


3AU. The first ten entries drawn from the hat after the closing date win! 


* 
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| Dear Mr Newsie, 








y office isn't what you'd call fancy. | got me a chair to sit on and 
NM a desk to sit at; a Mac that won't keep me dry and a fan that don't 

send me no mail. A phone that speaks when it's spoken to and a 
Coke machine that don't get me high. 

Oh yeah, and | got a reception area. And that's where | come in. The name‘s 
not important. It's Nuttall. Andy Nuttall. Private Dick. 

It was another long, steamy London evening. Strictly shirtsleeves and gas- 
mask weather. The office was like Dave Upchurch’s bedroom: no place to be 
after 6 o' clock. | pulled the top from another Diet Coke, and fanned myself 
with a copy of Cosmo. It was hot. 

Through the open window | could hear Paul Rand arguing the toss with 
some poor sap in the watering hole next door; the World Cup crackled from 
a neighbour's TV; black cabs honked like seals basking on a beach — sounds 
of a city preparing to go home. | reckon from this chair you could hear any- 
thing you cared to on a Tuesday night. And plenty you didn't care for. 

One thing | didn't expect to hear was the ringing of a doorbell. We didn't 
have a bell. We didn't even have a door. So there was no ring, the three 
turkeys just walked right in. Now | really needed a drink. Lucky for me | had 
a turkey of my own on the desk in front of me and it was Wild. Tasted like a 
cold Autumn morning. Over the rim of the can | saw a slight, balding bird 
with glasses thick as two-dollar beer bottles. His name was Byron, and | owed 
him a favour. 

“What's it to be?" | asked, giving him a cold, hard stare that could have 
frozen a popsicle. 

*Same as last time, Welshy,” he drawled. "| want information, and | want 
it fast. I've tried the others, but they don't owe me like you do.” 

| took in the goons that flanked him. The first was Essex without the sex, 
a gangling hombre, with a beard you could lose a 42 Magnum in; the second, 
an older customer, had a bluish gleam in his eye, which could have been some- 
thing to do with the strip-lighting bouncing off his Zimmer frame. They looked 
about as threatening as a red nose on a reindeer, which was cool because | 
had already decided that humour was the only way to get out of this. Alive. 

“The answer's Theme Park,” said |, without fluttering an eyelash. “What's 
the question?" 

“How many Zen Buddhists does it take to change a light bulb?” rapped 
Byron, like a cleaver chopping pastrami. 

Now, I've never danced the tango with an intelligent donkey, but | know 
how to sidestep a smartass. “You want real answers, ask me a real question.” 

“What can we expect from The One next month?” said he, eyes cold as 
Sie a eee 


Please reserve me a copy of The One each month from now 
on, because | think it's brilliant. 

Love, 

XX 


Address: 


duck eggs on a bed of ice. | flashed him the smile | generally keep for Fridays. 
“Like | said, Theme Park. For review. And Sim City 2000." My gaze, which 
won me a soft toy in my sixth form staring-out competition, was rock steady 

“Don't make me laugh leek-head,” rapped Byron. The shape his lips made 
suggested this boy couldn't smile even if he wanted to. “Yeah, don't make 
him laugh,” squeals Beard-face, shrill enough to have cracked crystal, if there 
had been any around. 

“Okay, but it'll cost you,” said |. “A hundred thousand dollars, and two 
Teddy Ruxpin dolls." 

“Two Ruxpin dolls? You don't come cheap,” said the Old One, his toupee 
slithering forwards on a thin film of perspiration. 

“Shut up! I'll do the talking,” said Byron, forcefully. “Your price is fine with 
me.” He opened a briefcase, which until now he had concealed in the folds 
of a khaki anorak, and pulled out two bundles of crisp greenbacks. “That's 
just for starters. Now give me some names.” His mittened hands closed in 
around my neck. 

“World Cup," | gasped. “For review. And a huge demo of Ruff ‘N’ Tumble 
on the coverdisk.” 

“Good grief,” muttered Byron, “it's worse than | thought. | want more!” 
his eyes turned wilder than a bunch of blueberries growing in Nevada. "I need 
information!” 

"Gqggh. FIFA... gggghhh... Soccer," | choked. Trying to breathe was like 
squeezing the dregs from a Colgate tube, “...and... ggkkhh... another fea- 
ture.” My chest was at bursting point. 

“Feature? What feature, Dai-boy.?" Byron screamed, his grip tightening 
inexorably. 

“Gqgqgarrghh... it’s a competition..." | spluttered, “to find the... ggnnkk... 
cleverest programmer in Britain.” His hands loosened and | sucked in air like 
an industrial vacuum cleaner. | had just about had enough. | kicked against 
my desk, pushing my wheelie chair back against the wall, and narrowly avoid- 
ed falling out of the window. 

"That's good,” said Byron with a smile just like the Mona Lisa’s with the 
lights out. “Here’s your dough. Bake some muffins. | like mine with maple 
syrup. I'll be back next month.” As he walked out, | wrung the top off the bot- 
tle of bourbon. “Yeah, and I'll be ready for ya," | muttered. Summer was 
always gonna be like this. 


With apologies to Robert Rankin, again. 











Ween Ty] 
ee ae ee 


res al WO shee 
TOUR NCO) ts 
RU 
ue ana ae 
Pu MMC A 
Ne | 
es a amy 
eRe 
TLS ee 
ea Be 
Play-offs, Tobles. 7 (Cage compu 
LL 


"I | r= 1 0 Ls) - 


ed 
Le aria 


Sawa ee ett amr ss a si ll Rae 
Oe en 
fgemations ond moke subs. Physical graphical penalty 
Peg eee ae Il mE et st 
edie Ma em eee 


a a a 


mierences, instruction book, Ensy to play, Technical support. 
TR CLS Re ae Te tee uae 
ae Gomes : Yeory foture,/ prem is ee ae eee 
NOM erst C<) SE ee Renn Canin rege 


aM 


a ae. 


mm i 


‘co pores — ficket | Manager (one tha concentrates on 
chades 25 plenty of relevont stotistics. The game has been 
teamed onc ideal by o true fon of the sport, It replicates everything 
het crea monager hos to contend with and it's a totally unique 
seduction thot anyone with an interest in Cricket should experience. 

| A summary of the main features is shown below:- 

@ AYA EQUITY & LAW 18 league county teams, 50 overs per game. 

| © 4 (up competitions including Benson & Hedges, Nat West. 

ls 0 different match umpires with accurate names and strictness. 

| * Accurate ployer details Sumome, height and age 

| © 27 different player ottributes. Most skills have o direct impact on the 

| effectiveness of each individuals actions during o simulated match 

B © Cosy player selection. All gome text is clearly presented, 

| © Batting ond bowling avernges. Top batting and bowling tables. 

| © 3 Different training intensities to boost batting, bowling or fielding 
|« » Weather, pitch ond light often make an impact on ground condition. 
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This gore has been designed to be as close to real racing as possible 

Five yeors of development by a clever racing expert has led to the 

B second revision of this Flat Horse Racing Simulation 

Up to 4 players con participate os Owner Trainers with the primary 

objective of becoming the top roted trainer, in respect of prize money 

won, ot the end of each rocing season (March to November). There 

are up to 35 other intelligently controlled computer trainers to compete 

against and compare your personal performance, 

lo ochieve this aim you must discover o potential champion ond train 

them so thot they become capable of competing well and winning any ® 20 Jockeys who vary in ability al edie fees, Orders & Feedback. 

af the 47 big prize money races (Handicap ond Group). eg. The Derby © Formbook and Win Summary Cords cover the previous 200 races. 

To give you on ideo of the tools provided in this game to assist you 

reaching your objective we hove listed the main features below:- 

© 750 horses each with over 60 independent voriobles. 

© 74 diterent roce courses (? oll weather), reol life chorocteristics 

mirroring the diversity of rocecourses in the UK (descriptions provided). 


World Cup Cricket Masters 
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® Very informative report by Head stable lod. Tipsters. Bookmakers. 

® Rocecords similar to rocing press. Real life. Handicaps & Roce Types. 
@ Viruses, Injuries & Vets. Lood Save gome. Many other items included. 
Version | is available upon request (Simple training & betting) @ £15. 
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@ Plus many more fine details that we ore unable to list here. 





8 permitted to amend our system unlike so mony other similar programs. 


® Animated roce display ot just the result. View Declaration List for races. 
‘impact on the betting odds we will stop accepting new buyers 
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@ Full match highlights let you 
watch the action ball by boll with 
full graphics and,‘or realistic 
sompled sound effects for 
significant events (Fours, Umpire 
decisions, etc.). Interventions ore 
permitted ot any time to change teosepa toctics. or fielding placings. 
© 3 Batting Bowling classifications (Normal, Attack and Defend). 
# Choice of 15 different field placings 

© Full scorecord results with best batting ond bowling figures. 

@ (ther staff (Physio, Groundkeeper, Scout) can be hired ond fired 

@ Annual league fixtures listing. Current week ond lost league results 

© View curent cup competition draws and historic records. 

© Real time transfer market. Player controct and wage negotiations. 

@ Sponsors, Printer access, Finances, Poor ground fines, Manager rating 
© 14 Options to alter game preferences, Lood,Save game 

@ Instruction book with plenty of examples 


































Organised 

by Rocecall, regulated by the Tote, this program achieved 

joint second. This led to a serious approach from o well known 

national book maker. Rejected in favour of supporting the public 
104 wins out of 146, os from 2,'6 to 1,/9,/93. 

This program tells you exocthy what to do. You are NOT 

















How confident con you be in something that invites amendments! 
Three yeors full time roce analysis and 
experimentation to refine ond test the prediction system 
Plenty of unique hints from contacts in the krow 
No racing knowledge required, easy to use, tutorial book 
As soon os our programs predictions have o prolific 














Highly recommended option. If ony updote foils to 
breck even we'll send the next one free of charge. From £25. 
Highly likely. Buy now before success forces increase. 










| Professional Football Masters V4 
PF M. boltor V4 

| Stable Masters V2 

Onocke Horse Tipster (RRP £99.95 
Cricket Masters 

| World Cup Cricket Masters 

| Wrestling Masters 
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f you enjoved the streets ahead brilliance of SimCity 2000, here's a chance to catch up on some ot the tamous titles 


aunching our range of SimClassics with a limited edition of 





that Maxis have created in the past. What's more, we re 


assics Collection Volume l, available on PC Mae and 





three great Sim titles for the price of just one. The SimC 
Amiga, comprises Simity Classic, SimLife and SimAnt. 
SimlLity Classic is the original version of SimCity that first started the townbuilding craze. SimLite is an incredible genetic 
laboratory that enables you to create new species ard build your own ecosystem. In SimAnt, you'll view the world as leader 
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ot an ant colony, doing battle with spiders, 


These titles will also he available individually in September on the mid-price SimClassics label, along with A-Train and 
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SimEarth. Maxis games always pack in the entertainment. With our three in one collection, we've never packed ee 
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Maxis Ltd 18-20 St John Street, London EGCIM 4AT Telephone: OF 1-490 23933 





© 1989,1991.1992.1993 Sim-Business, Will Wright and Ken Karakotsios, All rights reserved worldwide. A-Train trademark & copyright 1991 Aridink and Maxis, Al rights reserved worldwide 


